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WIN A £500 SONY TRINITRON TV FROM GREMLIN! 


WITH COVER nt 

NOTAN mmCIAI, 

i 'I JM m UK )BS rn rrti u ATTON 


GORE, GOI 
& GIRLS 


Gremlin deliver 

HeroQuest II - Legend Of Sarai 
and everyone starts swapping rt 
Exclusive review insid&G. 


Your brilliant CD packed with 
playable demos should be here 
If it isn't, see your newsagent. 


Simply unbelievable 
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elcome to Issue 3 of Amiga CD32 GAMER and here’s hoping it’s become a 
habit. Well there isn’t much competition for us at the moment, but there 
certainly seems to be a market, so it’s a shame that with summer upon us, 
the traditional summer slump has cast its familiar shadow over console 
land. Still, there’s plenty of excellent software to keep us occupied over 

the dry months ahead, with Gremlin and 
Core continuing to show considerable 
support for the CD32 scene with 

more excellent games. Gremlin arrived earliest with 
if If* Legend OfSoriael, which we immediately adopted 

Jl for our cover, its role-playing authenticity 

-1 . & causing many late nights. Then, at the last 

moment, Gore delivered the eagerly 
* Nfc awaited Heimdall II which exceeded all 

JL i K| expectations and proved to be one of the 

W m\ best games we’ve seen on CD 32, 

Features wise, we take a look at the 
1 1 progress being aiade on Beneath 

A Steel Sky, score the 

t obligatory goal with a footle 

feature and preview some 

a qJ-X, promising new titles, 

VjVjkV ) l including the stunning 

* t L* -v Super Stardust , 

/IjL fcf#r * Ha Keep Buying! 
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Nought? Omi - 38 



Second Samurai - 18 


Ann. U'lcu (jAMIIi k .1 i til I n 
indppeiiiltnil prudurlinn and i>> nut 
i'MJiiitH ti'd in any why in 
1 > ■ mi nit nit in? 1 K. AJI mq iy rig; h E :• iinti 
IrjicliTiuirkrt art* ivi tiunihi-ii, 


COVER CD GUIDE..04 

IilkI ruc/lioiih on how to j»i*l tin* nuiximum ciiKtI ji i i i rnciil tarn your t’l). 


CD32 NEWS 08 

All thi' ( l>:12 iifWH you need to muko you m wi ll ixifornifd cunnumt'i’. l-lnjoy. 


PREVIEWS ...11 

Including same cvtnmnliii:Ln viilk limn Super Slatviital Mini f vl«* i- IVrjr... 


»*#*###* 15 


Snniy Triitttrcm T\ 


STEEL DAWN 19 

f fin hill ntory In hind tin* brilliantly rnbojici-d < \y.VA ftfitruH* 4 Steel shy 


FOOTBALL MAD 20 

All the caiUt-tnlerH, from old favou ril t-M to m-u i hftllrn^iT^ in di>plh. 
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22 ptiflya tit' m 1 ii'iv-i of all tin* lutral C1LS2 Moltwnrr, ffr know ri orvrfbmir. 


H&t i — 44 
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L-t'f* <i r- >■ Of S&racfl — 25 
My I If - 40 
Naughty CJn&x - 3(i 


Afinjci 111 - 30 
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Super j Methane 
Drat hers. — 38 
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PLAY GUIDE 53 

Pttkha, C rmnoFi Foddt-r, Fruitur, (hurt: tt, l Uimutr J truly Ittnns ;nid mui t-1 
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/Mtrf. J fieri 's just no filing away liimi him, three, Up 
t vitv fnnnal ii sniiDi the Ninja of Um Nth dimension hits 
lieen there for at least um gn ni i\ With Zool popping, its 
head onto CD32 shrives hciuck the rotinlry, wo thought it 
tinu-U tip (five l In 1 unenlightened platform finis a taste of 
hi* first outing, with (hi* hrilliunl, pluyubli 1 first level. 
Sweet Witrlil is 1 he level, complete with excellent (’ll 
music, and thro it's away. 

Controls couldn't lie easier. The D-Pad moves your 
hero left and right. w ith I util am diagonals providing slid- 
ing kirk* left and right nr pi si down to i-mtieh {avoiding 
baddies rot her lh:m Mailing them is a viable option you 
know ). Cress red to jump. green to blast and both togctJh- 
it to perform t hat essential and highly satisfying Zool 
spin attack. There’* power-up* and bonuses galore in 
this psychedelic first level I punch a jelly beim lo create a 
nett wave point), sn enjoy an explosive dosage of maxi- 
mum pint form excitement. It’s essential for continued 
mental health! 

Both /tmi and ZuriJF I by Gremlin ore huthai nilnhle nun 


This was the first (.’1)32 blaster to really rat eh my eye, 
with its simii't. smoothly scrolling- backdrups and bio- 
mechanical orgies of graphics in the foreground. From 
superb, Stur Vlnr* inspired enemy war machines, tu 
disgusting, writhing aliens on later levels. DiHpmabh 
Hero scored a whopping S5 f r in issue 2, und it’s still an 
office fni.au rile when immediate stress relief i> 
required. We're pretty sure that just one level of fran 
tic blasting i accompanied by one of the best (11 
b-m-ks yet) will get you hooked and begging for more, 
Controls? You just SHOOT K VEaYTH 1 NGI 
blueprints lorbsl can he picked up so that when j 
you dock in a friendly repair shop, newer A 
weapons will be available. but you’ll have to buy ij J 
the gome to sample some of the truly apocalyptic 
murder machines eventually at your dispos- 
able, including better spacecraft! 

The full game also features four skill 
levels, tmisie select, high suin' and, — 

most importantly, completely 
mindless, addictive side- 
serolJLng action, as yet unsurpassed on CD32, 

# Dispnsiihtr Hen > is iivuiliilile to buy now, 
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I NIGEL MANSELL’S I 


WOULD CHAMPIONSHIP 

Is lit' * p i isn't In’".' I ;is[ wci’k nl.il IMimsri] Ni'i'mi'd a 
ili'iiikcil lor ivl mniii^ to I'oMiml.i Our riiriiij', 
but ium tlif dual si- t-nis i»H' ii^nin, Anyway, (hr 
l‘H;: hulvi'iir rhiunp is futTVi-r immiuiiulisrcl .is 
mi FI w iiipin tviih ( inunl in's supmTard raring 
"im, jj.u' krd in ^itls vrilh roulistir options. ami 
"Hiiiip. I'his supri-h fli-nui s| rips mil hmhI of I In- 
pi jlllli - s mpiL ii ills. U lllrll iirr hu -4 l-\pluilrtl uVlT lilt" 
rhu irlpi on vli ip Hindu, in favour ul' pt'diil-ltM h«v 
iik l EliJ iiK'iiii' urlinji. Auluiniil ir tfcurs uri 1 auln- 
miilit'Jilli -t-StsH'il, w till Ihr i'miirnls Itcinj' a sirn- 
jilr push Inrivard lu nm'li'ruli', pull hark hi 
ihi'i lmilip .ind don't lost' ynur ivcivi 1 lo jp'l that 
riiU'lt'tl I ] u i n. 

& A If i 7 1 ti i u .vi 1 / 1 x World f In lift pilots ft iff is avail- 
;i l I r unvt , 
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WORLD CUP QUIZl 


khilr thr Italians didn't jjul off to 1111 “ hp»d of 
stalls in | hi- World Cup, IfuliUHl thrashing die 
inurli iaririril tram 1 - 0 , Milan's Al'llS scil'lvvn tv 
housr is pri'ssinu a hr ad tilth llu . 1 till im air ^anir 
I ii i i 4 ■ . 1 1 Iohi[ ii' Id n s. \ 1 1 -sills i id menhir ^irttiliit k r> 
llni', jus( thnUsiiiltb ii lid thonsmids uf itursliims 
a boil I I'V ill I fir liuisl rsulrrir asprt'ls nl lliu 
a Uriel's lii^'K.i'-l fiHH'linji mt’iiL I hr I'inishi cl marnr 
t'linii"- n it h a rhnicr ofhui^ua^rs ami a fun ton m 

pfliv If VnU lolls idi-r VoUlsilfiltl n|jul. 

th is Is I hi' oh i t Bill If li-st, 

Wurlit ( nj* ijuiz bit If GS till! ftr rrlr list'd nr.xt 
m«m th - 


FAULTY DISKS!? 

If you have a duff CD or have any queries 

regarding its use, you can contact: 

PC Wise, 

Dowlais Top Business Park, Merthyr Tydfil, 
Mid Glamorgan, 

CF43 2YY, 

Tel: 0665 350505, 

Please do not send any faulty disks back to 
Paragon as we will not be able to 
deal with them! 


CUT-OUT & KEEP LABEL! 
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TRIVIAL PURSUIT 

19.99 


ARCADE POOL 

9.99 


CANNON FODDER 

19.99 


CHAOS ENGINE 

17.99 



ELITE 2 

1899 


G UNSHIP 2000 

19.99 



atL’W. 

WSkfc 


jm 1 




MICROCOSM 

32.99 

TF1 


CAPTJVE2 

14.99 


PINBALL FANTASIES ULT MATE flOCT BLOWS 

19.99 19.99 



SENSIBLE SOCCER 

16.99 


PIRATES (SOLO 

19.99 



AMIGA CD32 

CO ftVjtQi CvJfJSCJLE WITH A1 £00 1 

POWER Jffl.OM COLOURS ‘ HUM A 

fallette or ■£ r million r- mb ram 
fas: U MH. SWIFT PROCESSOR PLAY'S 
AUCM CO * VIA 0*y SCREE*! LMKPU V AND 
PGIl'ACViOEOCtln WirHQPTtQHA, FMV 
ADAPTOR 


AMIGA CP3? SPECTACULAR VOYAGE PACK 

W TH MICROCOSM AfoL :",HAflS ENGINE PLUS ADDITION Ai 
GAMES ■ W h£ GOMMAN1EH OSCAR DIGGERS. DANGiHOUS 
TREETS ONLY WHl.F STOCKS LAST 



230.06 

VERY SPECIAL DEAL* 

ADDA PLUS TWO PACK 

Pros TWO PACK.. AvA. .AfllE ONl V WH£*f 
YOU BUY A CD3i COMPRISES E-UTE Z 
AND TRIVIAL PURSUIT CDs JUS" ADO M.W 

OOMyCMPC CONTROL ■■ 

PAD FOR AMIGA 00-32 

ib<W 

DtnAhACS contpo. pad 

FDR AMKIA CO-32 

lM( 



commodore Full mo how 

VllJf l>CD MODULI 

GlVtSCtJ.32 HIHH QtJWLfTV FULL MOTION VIDEO 
CAPAS:; rrv FOR FIlfJS ANOMUStU VIDEOS ON DIGITAL 
VIDEO CD AftU ; IAMfc-5 I HA I I LA'UHK FULL MOTtOf* 
VinFO OAMEPLAV SIMPLY SLOTS WTO RACK OF CO-M 
160.M 



SC*m TV's AND MONITORS 

Conneci your CD33 to a TV with SCART 
Inpul For* a piwrl-porfwl monltor-qualnty 
piclvit, 


GOLDSTAR ChlABD U ‘ COLOUR 

SC4H! 1 WVKJTJIl OH WITH HFMQTF CONTROL 
AND SCART INPUT ON SCREEN DtSPLAY. AUTO 
TOWFFl OFF SLIXR J IMtH. ON TOMF-A 
CHILD LOCK FREE SCART LEAD 
iSTAFtMBGJL :m Ul i>IMVF ■ >7Pi.OS irikSi 


SONY KUU14Q0 14* F5T COLOUR 
SCAN! TV. MONITOR 'rtlTN PFMOTE CONl ROL 
CHCHAMSIFl TUNING hCAHSCAHI INPIT 
HEAOPHONE SCC-KL I. I WO HUE TIQN T!.. T 
0LA& IHINIIHON SCREEN IOOP AERIAL 


SONY KVM I 40(1 l-RRFVl 

aoNv kvmhooiWhi' ' 


134.99 

2M.H 

FREE SCART LEAD 

|FTATT «AFA CMS. 61. NCClMIfUVt I C»1 2 IJH SWfv 


WFTTB .... 
SON v KvMlADlSL taste xt 


LEADS AND SPEAKERS 


SCAFTT LEAD AMIGA CD« 10 TV WlfH SGAH T INPUT 

rfqliihes tv WTH Manual swit chinti roast channel 

MOWITOH LLAU AMIGA COM TO PHILIPS CMW33 MK2 OH GSM IDfiiS 
TV LEAD AMIGA CD-32 TO SVllS V OH VIDEO 
flF SWITCH AMtiA £T DP; COWSDh r . SWITCH BC TWEEN TV At HIAI 
AND COMPUTER WITHOUT DtBCOhNCCTlMG LEADS i 
MI FI AI.ICMT LEAD - A M I G HDD 32.IET TD STE REO CAN ALSO Bi USED 

0 CONNECT STEHfcO VIDFDTQ HI -FI. AN0HI-FI S£l»AHAtE5 TDDIFTHER 

1 5 MET»F 5 S H PHONO PLUGS TO 2 Y u KH*a PI L.OS| 3 




3 99 


ANTI-SURCE 4 WAY M4|L™*tU(i 

EXTFNSICW LEAD. PROTECTS ALiAIWST 
ELECTRICAL BURSEfi 

ANTl-SWI&E FEUD 


24 99 
12.93 


on 


OgiCriSHOI &UU NUMA1E 1 5TEREQ BREAKERS 

FOP PC. AMtiA, CD-3E OH PFHSONAL STERtO 
VOLUME AVD RAl ANPF CONTROL. HASS AND 
TFtEHlF ROOST. AfV- iW MUSIC 
TOWlED. MaGNLIiCALLY nr— 

SHIELDED. BATTERY POWFRED 

1 E.H 



BCRFFhfl EAT i STEREO 

SPEAKERS 

HOP PC -V^GA CO-K OP 
PERSONAL STEAEO 
MA0n£| "2 ALLY ' Hit LDE IT 
law 

SONY SRS-7 MINI STEREO 
WEASFN& FOP PC. AMIGA. 
CD-3i'i.H PEJ^SONAL 5TEHEO 
■ Uf 


SONY FRSA.1II PORTAbILt SPEAKEHE 

>VTh PLa T IN AMPLIFIER, ON OFF FVWrTCH 
yOLUMl OGNIHUL, 65MM DIAMETER SPEAKERS 
• HbUJENCT RFSFONSE 1 MH26.-3WH# IDEAL FOR 
USE WITH PC. AMIGA CU S3 WALKMAN OR DISCMAN 

34.39 




SORT SNS-DSK * 

SPEAKER SYSTEM 

WIThRLJLT-.W AMPLIFIER 'jW-UFF SWITCH' 
VOLUME CONTftQL. FHFOIJFNCY RESPONSE 
» 2D.DOO Hi EXTREMFI V HIGH QUALITY, 
FOH USE WITH USE WITH AC. AMIGA. CD-IS? 
WALKMAN OP CHSCMAN 
MAINS ADAPTOR SUPPLIED 
34 99 


SONY MDR ET47 EARP+ICWE 6 

FOR PC AMIGA- CD 3? 
WALKMAN LAI UI5CMAN 


BONV MUIT-f MIS SltHLO EARPHONES (NOT SHOWN! 

FOR F*C. AMIGA. CO 2E' WAI KMAN OR CnSCMAN 
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news 



NO NEWS IS GOOD NEWS? 


ftcr n surge of speculation following the collapse of 

A the US branch of Commodore, alt has gone quiet 
while the Firm gels down to serinus negotiation 
with potential purchasers. Giant Korean company 
Samsung currently scams moat likely to take the 
company over. Samsung are in almost every area of 

I consumer electronics, other than computers, and 

Mould seem a perfect Fit for Cnminodore, With massive mamLfac- 
turing resources and a turnover approaching S14 billion, they 
seem perfectly equipped to drive down costs and ramp up sales. 


While Commodore CK officially has no comment on the ongoing 
talks, sources within the company professed to be very encouraged 
and optimistic about the eventual outcome. Commodore CK is still 
trading as normal and eager to get more product flowing through. 
Although the uncertainty does seem to be casting a pall over soft- 
ware distribution, most software houses seem confident 
Commodore will he bought out and are continuing with t I M2 
development. In fact, a glance at this month's preview pages i pages 
11-14) will reveal software prospects keep getting brighter and 
brighter* 


HOT GAMES! 


Not content with two potential 
mega-hits on the way, Tower 
Assault (last isKuct and Super 
Stardust (see page 1.1), Team 17 
are hard »l work for some 
autumn/ win ter smashes. The 
most heavyweight title is 
undoubtedly King Of Thieves, 
coming as it does from the pro- 
gramming team behind Project 
X and the Alien Breed series. 
Set in medieval times* this 
ambitious game incorporates 
no less than three game types. 
Strategy buffs are entered for 
with a Jt/sjtf -style game where 
you attempt to seize control of 
the various warring counties of 
England , Arcade fans, on the 
other hand, ran look forward to 
storming enemy ships (cue Op 
Wolf-style bhist-'em-up i and bat- 
tling through isometric ID dun- 
geons ( Sabre Team goes retro). 


Obviously it's going to take op a 
fair fi*w megabytes and .should 
be ideal for CD32, Due For a 
December release. Team 17 are 
currently keeping mosl of the 
game under wraps but were 
prepared to wet our appetites 
with a glimpse of one of the fine 
presentation screens. 

Also fond of the old isometric 
HU is Team 17's much Anticipat- 
ed racing game, now finally 
blessed with moniker A'l ft (Ail 
Terrain Daring), Looking some- 
what similar to SNE9 mega bit 
Rock W Railing Baring, the 
game will have a simultaneous 
two-player mode and boasts a 
superfast oOHz screen update. 
Slick programming cornea cour- 
tesy of Jamie Woodhou.se 
iQutik, i %'itro), while Body Blown 
graphics wunrierkind Danny 
Burke is using an A4004J with 




A series of raids have revealed 
CD-ROM piracy is on the rise 
with over £10 million of 
allegedly counterfeit goods 
being recovered. ELSPA, the 
software producers organisa- 
tion, masterminded the raids 
and -John Loader, of their 
Crime Unit, commented: "Wi> 
warned last month that low- 
cost CD-R copying equipment 
could potentially lead tu huge 
losses for UK software produc- 
ers,., The retrieval of £10 mil- 
lion of software oil just 6011 CDs 
perfectly illustrates the threat 
posed to the commercial soft- 
ware industry." 

CDs packed with hundreds 
of PC games have long been 
rumoured to be in circulation 
and could raise the prospect of 
cumbersome protection sys- 
tems returning to CDA2 as well. 
This would be a pity as these 
mega-compilation disks, with- 
out any kind of instructions* 
hardly seem a serious threat to 


mainstream software sales. 
While techies suggest encryp- 
tion techniques and person- 
alised software keys could pro- 
vide a solution, u better solu- 
tion might be taking a leaf out 
of the record industry's hook. 
Copying a CD or a record 
couldn't he easier, blit through 
attractive packaging, ease of 
use and relatively competitive 
pricing the music industry 
hardly seems financially trou- 
bled, Sinc e games increasingly 
require huge manuals, people 
who like games and can afford 
them would seem most likely to 
actually buy the proper prod- 
uct, As for people who can't 
afford them, or simply prefer 
hacking protection systems to 
actually enjoying playing a 
game, do their activities really 
mean the rest «f us must go 
hack to suffering the sort of 
cumbersome protection sys- 
tems (hat would make anyone 
want to hack u game open? 


Deiujrc Paint and Lightwave 3D 
software to whip up name awe- 
some graphics. The finished 
game should hit the road run- 
ning tit November, at full price- 
On the budget front Kirtgpin is 
rushing toward completion, with 
the team apparently hard at 
work sampling pins failing at the 
local howling alley for the CD 
soundtrack! Although only bud- 
get priced, Team 17 promise com- 
prehensive control* (including 
variable after! ouch ), up to six 
player competition mode and 
even u choice of howling bails! 
Expectations are high for anoth- 
er Arcade Poof-style bestseller 
this September. 
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hile Paris-based Crya Interactive 

W has long beau dominating PC 
co vara with its spectacular CD- 
ROM products, the company La no 
Less enthusiastic about the CMS. 
PC bestseller Megarace is pro- 

grossing nicely for Mindscape, 

programmer Lionel Giilllfeuff believes the game 
will run as fast as the PC one with the addition of 
4098 colour presentation screens as opposed to 
2B4 on the PC. Like 3 DO’S much hyped Crash 
Burn, Megarace is a relatively straightforward 
ahoot-'em-up cum race game which races ahead of 
the pack due to CD spooled backgrounds, A series 
of stunning backdrops generated with 3D Studio 
on 1 he PC are played movie style, while the action 




unfolds with conventional sprites on the overlaid 
strip of road, 

Evan more dramatic use of 3D Studio graphics 
is shown in Dune and Lost Eden. Both games are 
basically strategy-cum adventure games, hut with 
the crucial difference over less glamorous compe- 
tition that key decisions trigger spectacular FMV 
graphic sequences, The haste game engine was 
first developed with Dune, which won reve 
reviews on PC late last year and is only now com- 
ing to CD&3, The game was based on Frank 
Herbert's book and used 
footage from David 
Lynch’s movie version* A 
SF masterpiece, the 
novel is the first in a 
series obsessed with the 
use and abuse of power, 
especially religious 
power. In the game you 
are charged with seeking 
to control the production 
of an incredibly rare and 
costly spice on the planet 
Arrakif, otherwise 
known sb Dune. 

Loaf Eden was also 


going to be based on a book, but Cryo 
eventually decided they could come 
up with a better plot on their own. 
Fans of lnfogrames' brilliantly uncon- 
ventional Captain Blood and Purple 
Saturn Day will be pleased te know 
their designer, Philip Ulrich, is behind 
Eden's whimsical tale of humans and 
dinosaurs co-existing. To resist the 
evil rampaging T-Rex's you must har- 
ness the power of herbivores such as 
the huge brontosaurus. Fortunately, 
in this parallel world dinosaurs have 
learnt to speak and pterodactyl will 
prove on invaluable adviser. 
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SNIPPETS 


The truly htlrtiongou* mail order oper- 
ation that is Special Reserve is coni in- 
ning its high profile marketing opera- 
lion which ho* previous seen huge 
colour TVs and even n csr up lor* 
grabs in thair famous MflH of COfflpe- 
lition Their current prize may not be 
ih I he same league, namely a 
Panasonic 3DO. bul while CD32 own- 
ers are unlikely lo be templed into 
buying Such Overpriced, underpow- 
ered hardware it still makes a nice 
freebie if you win. Check out Ihe ad for 
an entry form and a nice easy compar- 
ison between the numbers and pricing 
Of CD32 vs 3DO software. 


The VideoCD mwe business continues 
lo tick over wilh Phiirps announcing Iwc 
more CD32 Compatible releases The 
Kraya (iaj is & violent recrea1»on of lha 
violenl limes of lha infamous Kray broth- 
ers reign of terror in London's East End 
The iwins are ably played by Spaudau 
Ballet's Gary and Manm Kerne with ihe 
original 1&S9 release gRrnering g.gnili- 
cam critical acclaim The other new 
release rs The Crying Game ( 1 B>, h high- 
ly praised movie about an IRA kilter r eek- 
ing redemption Horn Ihe girlfriend of the 
Army soldier he was lonced to klfl. Both 
films cost £17 99 and aro released by 
Polygram Video on the 29th at July 
Dedicated VideoGD players Irom 
Panasonic and Technics are due this 
autumn and should hopefully mean a 
slopped op release program. 


A 1200 owners desperate to link up lo 
a CD32 ArC finally getting Ihe hardware 
I hey need. Brain Fowler Computer* 
(0392 4937S5I are offering their 
up-grade for £29,99, which sounds rea- 
sonable untif you realise you also 
need an additional null modem cable 
lor mound £10 and transfer software 
costing another £20. The lack of prop- 
erly integrated software makes it fid- 
dly to set up and in any case merely 
allows files to he transferred, you 
can't actually run software oil your 
CD32 CD-ROM drive. Eureki'i 
Communicator has yet to go on sate, 
and at £1 25 is pricey, but il does have 
integrated, easy-to-use software and 
gives you full control ol the CD32* 
hardware. Optimised lor multimedia 
presentations it will do well in its 
niche, hut the device everyone wants 
- Microbiotics near- legendary SX1 full- 
scale key bpardTdisk drive CD32 
upgrade - slill remains stuck in devel- 
opment. 


CD32 FT> and Shareware disks corvlmufl 
to p roi derate with CD £.« change now 
antGung the market with the imaginatively 
titled CD Exchange Vol 1 An interesting 
mix ol the usual games, graphics and 
musjc tfemoa wilh more serious applica- 
tions. such as a powerful Twin Express 
CD32 lo PC or Amiga program 1 h is is 
well worth a look We il beshaving a Full 
round-up of lilies in this markei next, 
month, bul in Ihe meantime CD exchange 
can be contacted on * 06M &66202 


The 3DO story continues wilh the 
news that Electronic Arts appear lo b* 
qimliiying Iheir support lor Ihe sys- 
tem. While EA has refused te back 
CD32 because of Its massive commit- 
ment to 300, both as a shareholder 
and software developer, the company 
has signed up lor the Sony 
Playstation. Since hoi new EA soft- 
ware was a cornerstone ot 300 S pro- 
motion, Ihe nows that eHE"* hit titles 
will &OOn appear lor the Playstation 
(almost certainly enhanced), casts a 
substantial cloud over 3DO's UK 
debut this September, 
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MULTIMEDIA YOUR CD32 


tiLle muUimfdiu iff going 

W iIoh ii ;i storm in newspa- 
per headlines, the reality 
is pro vintf somewhat slow- 
er to c-utch up to the hype. 
In truth, even the most 

—I state-of-the-art products 

li re iV t that ghmiiT(iii!i to watch- Mk - rciHCiFt + fl 
excellent PC movie program is host consid- 
ered a*, a huge textbook with various 
hypertext words providing h clever and 
sophisticated interlinking of information. A 
review on Star Wars , For example, would 
mention Mark Hamill, Since the name 
would be highlighted you L d know it was 
hypertext - clicking on it would bring up 
more information, eg a biog on Murk 
Haniill with aU his film* providing further 
jumping off points to yd mure information. 
The video clips people Lend to enthuse 
about w ith multimedia last mere seconds - 
since a <-U e±m only hold about tkl minutes 
of video there simply isn't the space for 
that much interaction, especially when 
you've got a sizeable program on the disk in 
the first place. 

Castle Multi Medio has taken a very dif- 
ferent and considerably cheaper approach 
than Microsoft. Their entire range of ten 
multi media releases an* all compatible with 
any VideoCD player, whether it be a PC 
with MPEG card or a CDi or C1TS2 with 
FMV module. This flexibility is made possi- 
ble because their releases have minimal 
interaction* All of the packages weVe seen 
basically consist of a conventional TV pro- 
gram split into various chapters. Although 
you enn skip between the chapters at will* 
it's best to watch them all the way through 
like a normal TV show. 

At just £17.99 each the various packages 
will mainly appeal to people whn've got an 
FMV already and want something new to 
show 11 off. While overpriced as doewmen- 
tnrie.s com pared to VUS, the new VideoCD 
movies an* all aL this price so it Menu to be 
the going rule at the moment* 

H Castle Communications f OH 1 41741021 



Pavrotti: Nessum Dorma 


Am Pavrolti isn't cSXClIy renowned fur iho acro- 
batic natiin 1 nf his stage show. Hlmply filming 
him before an liivhostrn in Mi Jan doesn't pm***-** 
much in the way of lisual pyrotechnics, I’he 

director seems con- 



NESSUNMftMA 


lent with a Etc mating 
close-ups and crowd 
Khoti, doing little to 
entice nun-PflVralli 
fans. Yet despite this 
limitation,, Pavrolti is 
actually a pretty 
goad use of the for- 
mal. With AO minutes 
of f i ullage and Iti dif- 
ferent trmck>i, this 


shows the pclent ini for a video jukebox with the 
sort of rapid, direct accessing that's impossible 
with VHS. Unfortunately . neither CD32 nor Pt 
riJ-HOM formats will recognise the disk's CDi 
format indexing and index time* are instead pro- 
vided tn allow for fa *fl forwarding to (he appro- 
priate limes. 



D-DAY 




History Of Aviation: i 'art I 


If you still haven't overdosed on the Normandy 
landing*, Ibis MUD endorsed documentary pro- 
vides yet more monochromatic footage of the 
world's biggest amphibious assault. A few colour 
diagrams break up (be newsreel clips and Lnfor- 
mjitian on the disastrous Kolem campaign which 
preceded D-Day is interesting. 


This is a documentary the same jis any you'd *ee 
on TV, albeit divided into segments to allow for 
acceding various* sequences direct. Purl Ofl* 
covers the period from the Wright Brothers to 
the period before WW1I and in viwfltlnUy a com- 
pilation of dietary black and white footage with 
you.r usual aiithorilative voice-over, While the 
camerawork is obviously hasic* tind there- are 
occasional encoding glitches, some of the 
imagery is stunning. The Hindrnherg tragedy is 
incredible (especially when you learn only (16 
people died* with Iti somehow escaping) and 
there'* lots of funny *hote of quirky crn-lly air- 
cruft. A prototype flying boat with tunnels to i h o« 
engines, they could be watched over by 
engine-era,, was particularly worrying. 



DINOSAURS! 


This is undoubtedly the most ambiliQU-S of pack- 
ages here, simply by virtue of the number of dif- 
ferent sources of film clips. Besides ta iking bend 
interviews with various expert*, there's an me 

[■omputcrised anima- 



tion, footage of life- 
like mivlnLiiiwd mod- 
els and* best uf nil, 
clips from a Hay 
Hurry ban sen epic. 
rJuratfsie Park it's not 
and most uf the stun- 
ning new facts - such 
>k the dinosaurs 


being quit* 1 smart 
and piiMsihly warm 



blooded - have already been popularised by TV 
documentaries preceding the Spielberg film, 
Cruig Charles' narration is also something of a 
distraction, it's Micb a distinctive voice you keep 
expelling him to - lag nff Ri mater or at Icusl pro- 
vide more humour than the rather dry script 
provides. Nevertheless with its colourful clips 
and always popular subject matter this is 
undoubtedly the best pick for entertni ling 
youngster*. Q 
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The first casually of SC Vs new CD-ROM epic is its own lawn mover M;m 
mega-hit* Planned CD32 and 256 colour PC con versions have been dropped 
as the new game picks up steam, j t seems , t tikes no prisoner in 

its determination to he the CD-ROM game of 1991,,, 


CYBER 


war 


AMIGA CD32 GAMER 


ISSUE 03 


03 PREVIEWS 


03 PREVIEWS 


03 PREVIEWS 


rigirudlv SI 'I pkumrd to rail their 
first La tCtittUHVrr gsirnc uTter line 
ForliiCdmiiiij sequel - after nil the 
iiriyinii! i^utvir whs iilrt‘:idy )i yeur iif 
sii ultl whi n rr»Eiii|' started. 
M;irl<u‘tiiij( I *r»| j it {li nu n 

slum changed ihal Mild it HOW seem* 

likely m I rilogy nf ffiimi'h will he based on I he fii^t 
film, with < 'yfuru'ttr an tin- middle instill muni. While 
the movie's special effects hardly compare to 
dmramit Car ft in trchifiiejil terms, they nncrlhtili^ 
muslin imchstl lleiigeil sis I lolly Wood's mo* l ilrumsil ie 
vision of cyberspace yet, The weird binary reality 
r rented hy Ihr World's interlinked rooiput ei 
sysdems may never give you KSJ* powers, hut 
^ur'JiinruiYT .'Ifim certainly ^hriwnl 1 1 if- pnleniml for 
a fun tn stir videogame. 

To recreate the movie's stunning graphic style 
fW’l unsurprisingly turned hi (!CMtOM. I*rc-rcn- 
dr red Silicon Gr a phie-H sequence*. including some 
work from the movie i I self, ware used throughout 
Ihcgimie. Missive sales mart’ glliirnnlecd hy 
univcranl urcljiirii Tor staile-of-the-iirl graphics, 
although Mtnir frmguxint’s eomploincd oho Lit 

gam r play limitations - a rather ramshackle 
roller l ion of simplistic siikgitiric lurking iii Milminilh 
[ hi’ st Li n pi ing \ i sun Is. Iliis Vuu n ing g;i p he! ween 
graphics and gitmeplay applies to miwt + *tatc-nf4hc- 
art* CD-ROM games though, and SCI implicitly 
acknowledges the criticism* with its decision (n 
focus on Cybcntwr, this will, they elii im, dniw oil Jill 
their pioneering experience from the previous grime 
to offer si much more entertaining esperienee* 

hike Lfuvnmtmcr Man, I y he error will consist of a 
variety of interlinked nuhgamcs. 'Hh‘ lens than 
inspired plot has you tasked with destroying any 
“weapon systems left behind from your last 
encounter"*, which has to be tile Weakest premise for 
:i NEtjui’l yrl! Jloivrvrr w ith Ihc promise of 
colour* throughout, awesome Flight und weapon* 
simulation*. stunning end-level enemies and Home 
neat logic puzzles the plot is unlikely to provide 
much hi ndrnitrc to humongoUs sides, t "nllelieVsibly, 
Ihrrr's so much game rude S(’l uit Inn ing trmilde 
cramming the game onto three t’lls! And you 
thought the days of dislt swapping h oi gone 
forever.., 


Cyberwar i# due for on October release. 
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SPACE 


Accident 


Mi mi xc ape con fin tie to lead the way on CD32, 
this huge tunc SF epic designed specifically for 
tn a chi ties* of course there's a 
glorious CD-spooled intro for 
hut the game itself wilt he over 50Mb in size 
when it finally arrives this Xmas* 


Space Academy, 



I though milled by a different 

(rum, Spurt' At fulrrny min k's ,i x'luni 
m i hr isometric :1J) amt intricate 
imitdrx of lute Kighties pnw‘n mu ll n* 
l hr original /f-hVii. The difference now 
is tht 1 viiKlly iilrmisril (imuTiir 
modern. Cl)- ROM machines. Sot 

in in n buildings and 11 *poce*hip. Space Academy will 
have more than Tint rooms pat Milled by cleaning 
droids, mutant insects and t rigger -happy S.\S squads. 
VoIp re irl iMMilrnl of iki Ifss [bon eight i humrltTS, 

Piii'h nf wiium Hiik In hi' kepi fed by visiting 1 In' 
various junk kind tli^H'niu'rN, In outline, po/drs wrm 
iinug inal ivt* anil vJirilll will* no me mi is different iihiih 
types in keep relieves *nd brain cells in Khupc* While 
|trnphii , 'Uil thipniliip wen elffieirul rather than stun- 
ning, Mindnoipr plan hove ititfnmc Video Wulk 

euitu mg nilli i'll -|m toll’ll graphics Far i iil :il 

infni mn linn ,The*e ray-tinecd animat ion's mt-nu Hie 

gome cmi Id mill u p 111 I intt sin e*i( i re li.llHVHi l 1 Elf 


Space Academy is due for release in December 
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While the original Lotus trilogy now has a few 
rust spots, an at l* new SNES game based on the 
same game engine has been welt received and 
a faster, sticker |J is now on the 

starting grid for CD32* 







he churt-lopping iipjXMl of the Lmtimi Tup Gear nerit* 
hardly difficult In spot. (irnh a sexy lop-af-lhe-mugr 
sports ngr, jilntik it mi o rare Hack with some other 
cars, anil get it all running os lost os possible with a 
two- player mntlr for Inilg-frrm append. The underlying 
I'aiiu'play WUH never oil that lompln:, nn lire steps nr 
ea r upgrades to worry' »lnnit f jv-d keep the pedal 
pressed to I In- mrliil and get across the finishing lillC first. l\tp (icatjl 
is faithful In l Ids formula w ith u prep roduct inn version running very ' 
■ plii'kly indy'll, Crashes were impressively ini piemen led with si Mile 
Hire Till modelled spills and flip OVOrs while the variety of different 
(rocks seemed almost endless - i> l cities in H* countries, even if" tHe* 
Inirkdrnps mi siimc could dn with o link' sharpening up. Mui 1 ^ 
interestingly there's options in ug^raili' your ear's entitle, armour, 
mlCi'his and tires within a full championship season offeri ng llnlh 
poinls oik) cosh. Kin ini; conditions i ne Indi night-timf driving, snow, 
rain anil fog. The eoaipelilion between this and Miml-eape s Me^arttcc 
for CDS2 racer of the year is filing to be very hot. 


PA (SI' 


















Super Stardust 


Super Startlunt is due for rtliMiic in September 


Sad owners o f Microcosm are best advised to 
stop reading here. Do you really want to know 
about a small Finnish programming team 
who f without a Silicon Graphics machine in 
sight, have created graphics which blow 
Microcosm away and throw in some good 
gameplay toot Cry foG^p| 


j rogrammi tiji ^niuM-N hluudliou.Kt 1 are I'fiim I7's latent 
. nign iing smd could well be almut to deliver the 

I L-uitipuny^ biggest Hell mu game ever. The original game 
had h simple concept: dig up one of yesteryear's ninsl 
I fossilised blasters. Asft'rnittti, and apply mindblowing 
I programming, Despite being » I Kbit, A500 game the 
visuals wiped the floor with Mwrttcuxat and the 
A120d^CD3Z version is being massively enhanced over that. 

The most impressive element of the game lH an inln-the-severn 
shoot -'em -up just like Mirrnrtwm. While the screen doesn't have the 
variety or twisted contortions of ESygiiowi*' gome, neither is it 
eonflned to a small port inn of the screen \i itb minuscule sprites to 
shoot. StanfuKt rochets you down a beautifully animated tunnel (with 
h new parallax effect for €0321, and throws musses of huge, tumbling 
J1E> objects at you. And these aren't just pretty scenery, they're fully 
interactive - either you dodge them or you shoot lht*m + with the latter 
producing a satisfying ly dramatic explosion effect. When ^ mother 
ship flies overhead, then turns around for a fight it's an effect out of a 
movie out u videogame, Screen sh«t-H may convey the incredible stale 
of (he action* but the most alii fining element is the speed acid smooth- 
ness. Basically. If it ran faster you simply wouldn't be able to cope! 
The tunnel game alone would ensure mega-suies, but there'^ also the 
main game v hidh is Asteroids times a million. Besides stunning back- 
ground graphics, t here's incredible 3D rendered enemy graph led 
tun tiding about and musses of power ups, The A1 JJOM 1)32 version is 
heing thoroughly upgraded over (he A50tl original w itli redesigned 
gameplay. game engine reprogramming, enhanced sound anil maybe 
even some underw ater missions loot With a couple of month produe- 
tion still to gn, Super Stm-tlust blows aw ay any bluster wpPle seen an 
any platform? Don't miss the exclusive Cl>32 demo coming soon-,* 
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nviftii'ifeltt 


JULY 


HANSHKK 
Core Design 

\ erticaily-Hcrolli ng xh oat- cm ■ up. 

bubble: & SQUEAK 

Audiogenie 

( uletiv A G,4 platformer. 

BUMP T N* TUKN 
Cmndslam 

Cartotm-sstyii' rat e game. 

DARE SEED 

(vht'rdri'ams 

An tird-u i fining graphic adventure with 

new ( It ssns sit/truik. 

GUARDIAN 

Acid Software 

Sliirw AD blunter. 

KICK OFF ll 
Anew 

State-of-the-art fnatie, 

LA M EE O Ft G HI N F AM E K ICA 

challenge 

Titus 

fan rarer with novel gambling a sped* 
LION HEART 
1 haliun 

A slick pial farmer with great graphic*. 

LIVERPOOL FOOTBALL 

GrEindslum, 

S'ciiUNP fin ft it - action. 

MAN LTD 
KriNitlis 

Chnmpiunxhip. winning flootie action. 

NO SECOND PRIZE 

Thjdlnn 

htiprexsit r -Si} hike racing game. 

PINKY 

Millennium 

256 colour platformer with slick inlrtt 
xeifUeti re. 

QUIK 

Titus 

Nrsquih-inspirvd pi eit former. 

SIMON THE SORCEROR 

Advent ureaoft 

Tongaewnwheek graphic adventure. 

SKIDMARKS 
Arid Si>Flw:iri' 

Qi'erhead’view race game. 

SOCCER KID 

Krifftlis 

Fun. original footic-inxpirrd platformer. 

WILD CUP SOCCER 

Millennium 

The ( St* here is violent animal players, 

ZONKED 

FLisjiulin 

SF -themed plat farmer. 




AUGUST 


AKIRA 

ICE 

The A n im e film becomes n i D-i2 game. 
BENEATH A STEEL SKY 
Virgin 

Highly acrlaimeil Ft' graphic adventure. 

EXILE 

And in genie 

Classic SF arcade adventure rewritten 
especially for ( tXi'2. 

Iking pin 

Team 17 

Fun howling xitn. 

L1T1L CIVIL 
Gremlin Graph lea 

A Taz-libe hero tint! masses of sub-gamex. 


r 




PUTTY SQUAD 

System <1 

Ad tv I platformer with lota of puzzles, 

SUPER LOOPZ 

Audiogenic 

Highly addictive nrs-iule puzzler. 

UNIVERSE 

Cure Design 

Atmospheric SF graphic adventure. 


SEPTEMBER 


BENETTON RACING 
Supervision 
High-speed Fl action. 

ELF MANIA 
Renegade 

Highly acclaimed A5()0 romhat game gets 
upgraded for (D-i2. 

CLUB FOOTBALL - THE MANAGER 

Software Business 
A comprehensive management aim. 
DESERT STRIKE 

Ocean 

Hugely popular Mega Drive ihoot- 'em-up. 
EVASIVE ACTION 
Mi nd scape 

Dogfighting from VY'WJ to the 21st Omturv, 
GRAHAM GOOCH CRICKET 
And in genic 

Realistic hat Vi f hall fun. 

JUNGLE STRIKE 

OcEnn 

A bigger sequel to Desert Sirike. 

KID VICIOUS 
Occa 11 

More platform antics. 

M A R V I N'S M A It V ELLO L S 

ADVENTURE 

iilst Century EtU. 

Huge CD32 specific platformer, 

MUTANT LEAGUE FOOTBALL 

Or run 

S upertt talent SF sports Dim. 

NIIL HOCKEY 
Ocfn n 

Classic Mega Drive ire hockey xim. 

RUFF "N l TUMBLE 
Renegade 

Platformer with lhillt\ Surround Sound. 

5HAQ FU 
Ocean 

lit 1 she that l star in martini arts jupery, 

SKELETON KREW 
Core Design 

Isometric itD shoot’ ' rm-up . 

SK1TCHIN 

Ocean 

Skateboarding fan. 

SPEEDBALL 11 

Renegade 

Hrif liars t sports game upgraded far ClbTl. 

SUPER STARDUST 
Team 17 

Asteroid*, but with stunning graphics, 

TFX 

Ocean 

Brilliant arcade-action flight sim. 

TOP GEAR 2 

Gremli n Graphics 

One nr two-player rating action. 

TORNADO 

Di g i la I I ntegral ion 

t he world's most comprehensive combat 
flight nim . 

ULTIMATE DIZZY 

Cud erti aster* 

No less than ten Dizzy games on one 
silvery dish. 








OCTOBER 


ALIEN BREED li 

Tram 17 

Overhead -view shimt- *em-up. 

CYBER WAR 
Sales Curve 

St tinning CD- ROM only arcade game, 

M CLAMOR PH 

Psygnmis 
Arcade puzzler. 

MEGARACE 

Mind&cape 

Beautiful tanking CD-ROM racer. 

RISE OF THE ROBOTS 
Mirage 

ffi-tcch combat game with great graphics. 

SC AVAN G F! Ft IV 

PaygnofiU 

Microcosm a, hat better graphic* and 
prom i sing ga thepl ay. 


NOVEMBER 


lost f:den 

Virgin 

Stunning ( D-ROM-nttlv adventure. 
RACE GAME 
Team I? 

SHU to he titled isometric AD sorer. 

SIMON THE SORCEROR II 
Advent ureso ft 

<irl\ bigger and. hopefully, better. 

VIRTU A CHESS 

Titus 

Supremely sophisticated chess xim, 


DECEMBER 


KING flF THIEVES 
Team 17 

Overhead 1 ieiv shtmt-'em-up. 

FLIGHT O F T H K A M A ZO N Q U E E N 

Renegade 

Acclaimed graphic adventure. 

PSYCHO PINBALL 
Codemaaters 

Ifi-trrh, CD-ROM only steel hull action. 

SPACE ACADEMY 

Mindscape 

Isometric AD SF graphic advent are. 

THE SENSIBLE WORLD OF SOCCER 

Renegade 

ilftur^iT upgrade of Inst fuotie game ever, 

TONG DYNASTY 
System A 

A m bilious arrade-atlvrn to re. 


1995 


ADRKNAlJIN'ti FACTOR - Mirage 

Si- adventure with fantastic ID graphic*, 

BAZOOKA SUE - Kriwdi* \ 

Oddball eartoony adventure antics. 

FIST - Supervision 

RPG bases l fin Steve daekstm phone game. 

INFERNO -Ocean 

Fan ta stic SF com ha t sim. f 

REUNION - Erandslam 

Galaxy- spanning SF tvargume, 

ROCK TSP ROLL YEARS - Supervision 
Multimedia package. sound and till clips. 
/f it >L vt - firemlin t >i iifjhirs 
1W more at is- si plat former anticH, 






Thane tiot ClteAn «ni.vpnioni of KA s.imcH mt -An 
fur n'leuxi 1 fnaffi St jlltfllix'r I tf A» yH there 

i*. nn firm ni-w * »n the onk'f ill S htrh tkryll nppiNir 
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competition 


MORE 


Win an Incredible SONY, Trinitron Tube 


es, Gremlin have gone ousulutrly 
mail. They're so over the moon 
wi ih their well received 
HeroQuenl tl; Legend OfSGratii 
i 84 r i i h ts i ss ue! ), that th ey 1 Ft 
giving nuuy this faliulous Sony 
Trinitron TV (worth to. 


I — 1 Trinitron TV (worth £SfMtf ) toi 

whoever answers the easy question 
correctly and gets their name pulled out 
of the hat Of course, you won't want m 

h ueh j i fahu I ou s TV j u st for watch i ng ™ 

Neighbours and Hahylon 5 -you'll 
Want to play Lcgcml Of Snrtwwf, so ^ 

I In winner will get :i ropy of this 
lop roll 1 'playing game os well. Ami 
finally, five runners up will also get 
copies of the game to play on their 
small, not as good telly. 


1 

i .. 


* 4^ 

'.I 


Trmpiedf (^piufryou arc. Prizes like this uni 
H happen once n month, and only in the CDS 
-magazine* And the question? How many 
characters are their to choose from in 
Legend OfSorunil? Could it Ik easier? N 
foil Your answer and address mi u pnslear 
addressed to: 

AMIGA CD32 GAMER 
G REMUN COMPETITION 
PARAGON PUBLISHING LTD 
DURHAM HOUSE 
124 OLD CHRISTCHURCH RD 
IlOURNEMOllH Hill INF 
C lot inn date, fillth of July, MHM 
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World Glass Cricket 


Ultimate 


HtajIteVWr pLurr PC gaming Ai)rrfwrtr(> >el- 
up lAirrv'i j magazine for you. PC Power 
HD tor Happy disk OHn Brut PC Po ww 
CD far CD ROM owners. Every month tAe 
PC P&mtr t>rrrH{ you the AujJ0 

world of PC ieimure. Coming from tAe 
publisher* of CO 3 2 Gamer. you'tv guar- 
■lntofrf a quality maq. nitre. lAe latent 
pieyuhte game demos and essential feet- 
lures to help you get the most from your 
machine, Han't mis* (Ae fir psrienee. 
Hmsonm your copy today 1 


Doom 2 

Bloody Kell - 
Exclusive 
pics and 

interview f 


Both PC Power HD tISSN 1530 £06-1) and PC Power CD USSN t352?B9At - priced 
C3.99 and £d.fM - o» auailaht# at ad good newsagents an th* second Thursday of 
every month. Reserve your copy now. In coio of difficulties call 0202 299900. 


* 


v 


...available at all good newsagents NOW! 











hades Cetil'a Revolution waa inspired by ihe 

C belief l Imt a small British programming teiim 
I'uuld match American ginnls such ns Sifn'ii 
sin 1 1 Lucas Arts. It vviis Jb belief fiistiTrd by 
limg year* ivnrking as a dpvi'loiimi’nl niiiiu))'- 
er, initially sin an independent handling 
Spectrum conversions before moving 
in house for Activision mid then US bold. At the hitter cum* 

p»m I Veit In id observed l.ociosArlN ad ventures close uii, but 

J r ■ ■ I Ti i 

even he probably didn't expect to so quickly eclipse the 

American giant. The Lure Of The Tempt re# it soon proved ~ 

strung enou gh tu overhaul even VnoAtv Istumt lor' Arnica sales, u 
mui'ii'iil mis of slick g.i airplay mid lush graphics appealing to li lill' 
tv liter range of garners than your usual graphic adventure, 

A li'H^ ambitious company wimld'vr followed il up wilh n sequel, 
but (Veil insists Revolution isn't a iwnpimy M drh cn primarily hy 
com nicrciuL considerations, ) ran genuinely say, what wo'rr uboiit is 
enjoying creating jcmixs which people like to play." I'or the second 
Khuip Ibis incant a sel-fi scenario, dropping amnesiac Robert Foster in 
a eybripu ink city with a head lull of quest ions and plenty of enemies*,. 
To provide tile graphics for this ambitious new project Revolution 


t i iblams. Renowned for his work with Alan Moore on. the 
landmark H ub /j malt sei'ies* Gibbons is one (if the best ill his 
mm field and represented n substantial investment for the nun- 
puny. "He could’ve been a real pH mu donna." company Mil 
^ Charles Cecil admits, but in fait Gibbons lurnedViul to lie a 
delight to work with. All of the game's 75+ scjmh’Hh were 
drawn by Gibbons, then pointed by Les Pace, before bring 
scanned into an Apple !Mne and retouched. The process is 
technically similar to bow Cybcrdreamg approached I1H 

— Giger's work for Dark Seed, but here the artw ork jvas being 

specifically created to KeVulut Soil's -script. For both games, using out- 
side talent has resulted in superlative graphics which overshadow Jill 
hut the very lies! designs of people normally w orking in Ihe field, 

BINARY THEATRICS 

Underneath the stunning visuals, Revolution concentrated on refin- 
ing the Virtual Theatre game engine first shown ill /Wnpfress. Cecil 
regard h it as a world beater* easily outshining more heavily hyped 
offerings by the American competition. In VT computer characters 
aren't confined to single local ions, but can wander about With the 
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DIGITAL REALITY 
Wh ilk- the (loppy disk inlrfj 
featured :i rather murky 
colour icheme, the all-new 
CD-ROM intro features art- 
work scanned in from the 
manual. Is it real in- i« it dig- 
itized? Can you spot the dif- 
ference between game ;ind 
manual shots'? I hive 
Gibbons comic book style 
fierl'eet ly Hulls the 254i 
colour palelte nf VGA 
graphics and, nf course. 
CD-iZs The intro tells how a 
helicopter crash left a baby 
of the city elite in the care 
of out landers. Named! 

Foster, after the h™r t he is 
recovered twenty years 
later in a dreadful blood- 
bath, When a second copter 
crash leaves Foster strand- 
ed in the city, he resolves to 
uncover its secrets. 






& 


e ; JtflL 


I hive Gibbons' comic- 
book career in 

If ( 7 H and he has 
uni kisl on Dr VV 7 i ii, 

Grren 

Hut mutt and 
numerous 2WW AfJ 
strips. 1 1 in most 
fjimous uurk is thi- 
ll n I ! hi nt Wiitrh mu n 
( Written by Alan 
Moore!, This Vast 
i‘Spi>rirnn> is 
obvious in the visual 
Hair of fknrafh A 
Stt‘%4 Sfty with some 
imaginatively radical perspectives who h 
really np ii the |i;i iHi l il|l. 




r** — 



JL. 


L odH 

— jl 


itiimr engine designed to handle oil sorts of interlinked happening# 
across multiple locations. It \ an approach that exploits < iihbons 
graphics to the maximum w ith unusual, comic book-style perspective 
exploited hy sprites which can scale from being a couple of inches tall 
to mere ants on a single screen. While most games suffer from a 
glaringly obvious gup between game environment and irrelevant 
background graphics, in .S’ fee/ Sky skilful design anil programming 
combine to almost completely dissolve thU divide. 

All this hard work was vindicated when Hie- 1M' and Amiga games 
promptly soured up the sales charts as soon as they were released. 
Work immediately began no a PC! CD-ROM version which Would 
boast an ambitious new soundtrack and slick presentation sequences. 
Thankfully at this point Revolution also decided to do a (.'JK12 
version. As long-time supporters of the Amiga they were c-uger tit 
develop on the machine even though it Would involve a loi of work. 
Squeezing the original l J l ' game onto an ASM w ith just I !VlIt of RAM 
had meant stripping out numerous animations, rooms and even some 
sect inns. Also the l J ( 's 2;Vi colour palette had to lie stripped down to 
52 colours for the A!jO(J. But I'or the ('11,12 Cecil is promising the 
complete game, restoring all the eut game elements and switching 
hack to the PCs 256 colour palette, 


't hese enhancements mean the new ini room rn sequence*! and 
soundtrack are just the icing on top of an already auhstaatial 
reworking of the original Amiga game. There’s also the not insignifi- 
cant mutter of eliminating disk-swapping - despile bring c ill down, 
the Amiga game still filled In disks! On the debit side the ( J)T2\ 
solitary IK of nnnrvalati le RAM for save games has ln-en used as an . 
excuse bur many lesser developing team* |o avoirl the format. 
Considering the complexity of lhi j Virtual Theatre game engine you 
might have expreLrd Revolution to similarly claim it was '"iiri]K*ssi- 
blc” to convert .Siecf f<ky. Cecil admits it wiih j» difficult problem hut 
through clever programming hopes to gel urotmd it, “AJthoigfh the 
game is very nondiimar, with lots of freedom for Ihr player to go 
whe re hi 1 wants, there are certain nodes where we poll everything 
I j : 1 1 - k [ogrt her. When you ruler 1 Ih'sj im ■ r 1 1 -x I 1 here can r,n k be .1 
certain number of things w hich have happened. So on (hr- I |b(2 when 
you rn ter one nf t hesr nodes a code w ill (lash up allowing you to save 
the game. We think Ehrrr T l( he about 200 codes to cover it a J.1 . M's ipjite 
R sophisticated system to program, hut the player should find il all 
very straightforward in play," 

Given this level of commitment Cecil is mure than justified in his 
criticism of other teams. “I I (link a lot of the I K developers haven't 
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After rseiiping inlol.hr fiu> 
nace, Foster and Joey an* 
confronted by a security 
guard, All sn-niN Just until 
l hr ij, I * j I m ■ - hoped security 
camera lasers ch(* gu^nl in 
two> As blnnd sprays 
through the air, you realise 
thin is no Nintendo game! 
Search the card to find an 
ID card which will enable 
you to eut.il the Furnace. 


By using the Security Guard's IP you can 
access LEVC, the electronic network which 
hinds the city together. By scanning its 
pages you can fi nd tois of useful informs* 
t Lou, as well olh plenty of good jokes! 
Gaining access to the security system will 
take some thinking about though. 


a walk by the LAKE 
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really utilised the ( IRI2„ l oo many games have been just A6W ports. 
However our game* are tailor-made for CD and we’re potting a hellu- 
va lot of w ork into the CD32 version because of this. We don't want In 
just shovel it nut, We think (.'D'12 is a Very worthwhile format to 
support/’ 

CUE VACTORS 

Revolution’s cutting-edge ambitions also manifest themselves in the 
company "*: approach to the sou tidl rack. Rather than grabbing people 
off the street, Revolution went to ihe country's top theatrical group - 
llie Hoy a! Shakespeare Company. Over two day* were* spent record- 
ing in er five thousand lines of dialogue, a huge undertaking hut one 
v, liieh Revolution didn't let Intimidate them. When they didn't like 
the results, they decided on lengthy (and eustlyl re-recording, “In 
retrospect it was a mistake to expert normal actors to do the Work as 
they're turd to u>ing every thing in a pE-rformancc - their faces, I heir 
bodies, the works/' So Revolution went to voicv-uVcr people and, 
again, went for the hf*sl ending up ivilh about half the Spitting Ittuiffe 
east contributing. 

All this effort makes sense because then*'* so much dialogue in the 
game. Foster's sidekick is J«y, a sarcastic droid who is forever 


belittling his best efforts- Other character* are no less talkative, a 
pair «f bored security guards turn your questions into an excuse for a 
hilarious comedy routine. 

Thankfully, Hnuuth A Steel Sky will gt-l a sequel, but while the 
scenario is preserved thi- game engine will he 'Revolutionised" with ji 
rudkui new :iD approach. As ( 'yhrrdreums plan with GiA for Dark 
.Seed II „ Rt\ olution hope to move their heavyweight artist away Frokn 
simply ‘'sitting on sidelines doing his artwork" and into the ’creative 
heart' of game design, teril admits the industry is very much in it- 
infancy, *we have a lot or rsperienco in interactivity, but there’s a Jot 
of creativity out there which we ran use. -Just recently we b i red an 
artist away from Sullivan Blllth's film company to help bring in a dif- 
ferent perspective.* Yet at the same time Cecil sees videogames as 
having a lot to offer too. '“If you look luck at those early films, work 
by the Lumiere brothers for example, it all looks very crude nowa- 
days. However, the film techniques which Wi re evolved then haven't 
really changed much over recent decades, 1 think cinema has got a bit 
stale and may to* they need to look outside their industryjfftw new 
ideas." If Revolution have their way, future Spielbergs may well he 
studying i n t he Virtual Theatre! iS.SW 










Football fan. Arsrnnl diehard and CD32 corn 1 spoil dent 
Mark Smitli has never had it so good. Or so they tell 
him. Arsenal win the ( up Winners Cup, Sput •« get 
docked twelve points and get kicked out of the FA (’up 
(absolute bliss!) AND a whole new regime of soccer, 
sorry football games, have or will hit the CD32. Is this 
really a match made in heaven? 
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■ It's A Screamer: 

SEMSI SOCCER (Various Editions) 

PRODUCED BY; Renegade 

PUBLISHER SAYS: “Us attraction is its total playa- 
bility, and that is how it stands out from the crowd" 
WE SAY; GO A A AAA LLLLLLL LLLLLLL L L ? Probably 
the best football game in the world. Has completely 
changed the Face of football games across every 
format, and has stood the test of time, A classic. 
ISSUEMATING; One — 9/tO 
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mil hull. The thinking man's chess. (T) 3 J, 

The thinking man f B console, A tenuous 
link, but a link all the same. In fact, you'd 
he surprised at how many similarities there arc 
between the two pastimes. Both are in the doldrums 
right now, England have hardly excelled at the 
national game* while t’o mined ore couldn't survive 
the national recession. Yet stilt we persist in ringing the praises of 
both, wild now that the twu are coming together in perfect harmony, 
docs it mean that the CIJ 3 J 2 is coining of age? 


Plodding down the wing 


WEMBLEY SOCCER 

P RQDUC E D B Y : Audiogenic 
COMMENT; Reviewed this issue.., 

ISSUEMATING; Three — 76% 

P UB L ISHER SAY S : Wembley — The most 

Famous soccer stadium in the world, Wembiey irttemattornti Soccer is 
the besl soccer simulation lhai you'll ever play ■" *" WemiWey Softer — 
so good you'll want to show all your friends.' 

WE SAY; It’s okay; lop marks for hyperbole! - 
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Get the bandwagon rolling... 

j The most impurlHnl. point is not jurt On* quantity of games due «ui 
for the l more the fact that the CD32 ciyoys a prcU\ positive 
following from many of the major software houKca — both the major 
soccer releases ami some of the less known titles are winging their 
way to (he machine over the next few' months. Is this due to a short 
term rash-in venture, nr are the plans mure long term? 

^We have the utmost confidence in the CD32," commented Tim 
dames of Krisalis, responsible for Man Uniled’s new game, “Tieeause 
il obviously isn v l going to go away overnight. It's certainly in our 
plans over the next twelve months.” These sentiment! were echoed 
throughout l he computer industry. Tom Watson of Renegade con- 
firmed chat the for mu! "is currently included us a standard format 
for all Amigo prod net Ocean's Stephen Hay pointed nut that some 
of ihrir major games were planned on the CIK12 tin} (although no 
rooty games unfortunately I. Grand si am pointed to the UK market a* 
the mainstay of their CDU2 sales, adding that they’re “perfectly 
happy” to continue l« support the machine. 

I n fograme's Beverly Gardiner cites the lack of save game function 
which means that many of the French outfits games aren't feasible 
nil the CD32; passwords obviously can’t replace the all important 
save-game feature. “Releases an iht* CD32 w ill depend From product 
to product. Obviously, due to the fact that the majority of 
Infogrames' games are of the adventure genre, they do not lend 
themselves to the t’U32 an it has no save function and this is neecs- 
Hary when playing such involved games.” 

Graft gold, though, are aiming all their new titles a the A12IK1 and 
the CD32.* We're planning to put all current and forthcoming pro- 
jects onto the CD32, such as Empire Soccer . DAVE for Renegade and 
K I .VI VfotoX also for Renegade, they offered. ”Wr all need n machine 
which can create games for without the editorial control of the 
hardware manufacturer The CIJ22 offers us that op port unity” 



Smash and Grab 


So the GD.T^ is far from being written off with the company that 
originally made the machine. And by the lime yon read this, a new 
buyer should have been announced. But, in the lighi of all these new 
platforms being promised, la the CD32 in danger of being left 
behind? With all the Saturn*:, Jupiter*; and f 'ran uses ihur hurl being 
touted, maybe the CDftS jurt hasn't the technology to keep «p. 
Rmpire Software: 

"Being closely related to the A 1200 is a great advantage in that we 
are already familiar with the machine and can get to grips with it 
immediately. The CD32 is a very flexible piece of hardware which 
allows us to create quite diverse games rather than games of a very 
Fixed format. It offers great value for money and being a CD bused 
system it has plenty uf potential For l he future," 

Renegade’s Tom Watson was somewhat more direct. ”|| doesn’t 
have Iht* obvious appeal of some of the machines that an> currently 
being promoted but at least it's in the market”. 

Succinctly put. Much of the appeal he rightly points to, though, 
derives from plenty of hype hut little in the way of results. 
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KICK OFF 3 

PRODUCED BY. Imagines* 

AVAILABLE: September ‘ 

PUBLISHER SAYS: No comment 

COMMENT: Predecessors recently 

overshadowed by Sens/. Can iho boys 

make a comeback? Console versions look promising 


■ On the sidelines 


AMIGA CO 


JOHN BARNES SOCCER 

PRODUCED BY: Krisalis 
PUBLISHER SAYS; Art ion packed 
arcade simulation ol the European 
Championships'’ 

WE SAY: The game, like Ihe player, is 
long past its best. 

ISSUE/RATING: One — 3/10 
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feature 


■ WORLD CUP WINNERS 


After all ihe boring bits were out the i way, we had to ask some of 
those involved the most pressing of questions: Just how will Nigeria 
fare in the World Cup? The beauty of this, of course, is that you'll 
know the answer in the very near future,,, 

Tom Watson, Renegade {Sens;}; Huge' 

Carol, Empire (Empire Soccer): Better than England*!' (A real toot- 
bail purist, there People have suffered grealiy for saying much 
less), 

Bev Gardiner. Infog rames (Planet Foolbafty: 1 Personally, I'll be 
supporting Ireland and Cameroon." 

Mark Wynne, CD32 Gamer (Editor): Refused to speculate tor fear of 
being found out as a miserable Smiths fan. Which he is. 

Sad American, USA; Isn't soccer that game where the men wear 
stockings and kick a pigs bladder? 


I A Question of Economics 

I I’m pretty fair to deduct- that the CU<t2 iwi'l being treated us a flash 
in the pun, und thtil the soccer (James are hurt* on merit of the 
■mu-hinc rather than just another platform to exploit fur the dura' 
tion of the world cup. Which is great. But scepticism doesn't end 
there. Because we're talking CD T and as CD is a more viable media 
than disk in terms of information it can store, surely all the CD32 
I games will be vast, improvements over their Amiga counterparts. 
Ever if they're not vastly improved* ihere must lie the odd tweak? 

lufogrames opted for the easier route, with their C 11:12 Version of 
Planet Football being the same as the PC and A 1 200 version. 
Sensible Soccer is £1 cheaper on the C'Dd2 and has improv ed sound, 
as dues Man V Premier League Champs. Krisalis have also managed 
to feature .some digitised pictures, although you only get to see these 
if you play as Man United. All go a Little way to make the CD32 Ver- 
sion. that little bit more worthwhile. 

Empire Soccer goes even further, “The CD32 version will have 
more colours, more music, more in game sound effects, para 1 1 ax mg 
sfudiums, longer replays and enhanced Intro and outro sequences, H 
explained Empire Software. M Tho player control method will be 
expanded to make full use of the extra buttons on the joypad". 

Obv iously, this all costs extra — it will be very interesting to note 
the Improvement hi over the Amiga version. 


It’s a GOAL! 


Football games in general have improved greatly over the years — 
many moons ago, when rubber keys and in-built speakers were the 
order of the day, you were lucky if you could head, the ball let alone 
gel sent off for bucking down a fellow player. Mutrhduy II changed 
m ue Is of that, while Commodore’s International Soccer, while hardly 
the best looking game of its day, managed to combine large hlocky 
graphics with some semblance of gameplny* 

Now, though, the current and future line-up of soccer aims makes 
those kbit wonders seem prehistoric. There’s Sensi’s World Of 



Soccer, with over IffiKl football teams, with real player names, num- 
lii-rs, bices, kits, skills and values, over 22000 real players, every 
major professional team, player and football cum petition in the 
world* a world transfer market, individual player skills and just 
about everything else that you could think of, Back in 198-1 this 
would have been a rather far fetched dream. In 1N9-I it's months 
from reality. 

Then there's Planet Football, Infogramea surprising late entry to 
the football market, 3D images like this would have been impossible 
until recently, und Us testament to the pow er of the CDI12 and A 1200 
that these arc the two machines alongside the t J t' that the game will 
he released on. B0QO animations, various camera rooms and realism 
are at [he top of tin- agenda with thin OTH J . 


■ Left Back: 

EMPIRE SOCCER 

PRODUCED BY: Empire 
AVAILABLE: Soon 

PUBLISHER SAYS: Empire Soccer is FUN to play and allows players 
of all skills to compete. Largo, detailed player sprites together 1 with 
longue in cheek rule adaptions create a fast moving arcade feel to 
the game.” 

COMMENT ; Takes the arcade rather than the authentic route, Could 
yet surprise us all. 


■ In off the bar 

PLANET FOOTBALL 

PRODUCED BY: telegrams* 

AVAILABLE: September 
PUBLISHER SAYS: “The main feature of Planet 
Football is realism, with detailed animations and a revolutionary 3-D 
on pitch view... When computer controlled, the various teams will 
play to (heir counl ries- style, eg, Brazil have good ball skills, Enpland 
kick and rush, Germany short pass," * 

COMMENT: Looks I he business, and seems to have all the moves. 
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Save Me! 


In 4i II the conversations I had with all the various software hnusch 
<ml> one sort* point, really cropped op. Saving the game. Some snft- 
w are houses had managed to get In the problem with little fuss ■ — in 
Plfinel Font bull, far rxamplo, you can saVf l hi 1 game with little prob- 
lem, although the players won"! evolve as in the other versions,. 
However, one game. GramlshunSi Ft veepool, was caneellcsJ altogeth- 
er simply because the memory available wasn't enough to allow the 
saved game function to work properly. Krisalis have a similar pruh- 
! k-nt. “If you have a full season, saving the game will be virtually 
impossible since there lire simply billions of permutations for league 
positions,” commented Tim James. “And you can’t save the all 
j important information on a password*. Yet they're tackling the 
problem as I write, with a solution more or less in the offing. 

Of course, with other games, it’s quite simple to save the game 
with passwords. Areadu games lend themselves perfectly, while m3a- 
ors, hoeh ns Frontier (surprisingly) need only the smallest amount of 
memory to save their data. However, use another game and you 
could wipe your saved position forever. 



■ Surely a goal: 

SENSIBLE WORLD OF SOCCER 

PRODUCED BY: Renegade 
AVAILABLE: New Year 

THEY SAY; ” The Sensible World of Soccer is the next logical Slop in 
the Sensible Soccer dynasly. While retaining the inimitable playabili- 
ty of Sensible Soccer, it also has many extra features'' 

WE SAY: "11 their player manager sim is half as good as their normal 
fool bail simulation, this will be one of the biggest releases ol our 
lime.'" 


■ ALL-TIME FAVES 


We've already got the greatest footy sim ever in Sens* Soccer, but 
what of the rest? What are the chances of seeing some of the other 
Amiga and console games hitting the CD32? We investigated. 

FIFA International Soccer Lobby your politician, write lo the Prime 
Minister, send thousands of signatures lo EA — whatever you do, 
pray for a C032 version of FfFA\ While it seems unlikely that EA will 
increase their support of the CD32 Ocean have picked up the rights 
to other games from the American giants, including FIFA on the 
SNES, so M's nol completely out ol iho question. 

Premier Manager — Having spoken to Gremlin, I can say without 
fear of retribution, that Premier Manager will nol make it to the CD 32, 
ft's nol that Et a an impossible conversion — alter all its completely 
menu driven — it’s that ugly problem of saving (he game again. 
Anybody lor a floppy disk add-on?! 

World Cup USA — Seems unlikely since there s little support from 
the Brummie company right now. A few more CD 32 users, though... 


A Game of two halves 


There you have it. Tool ball games are on the increase. Commodore's 
collapse hasn't necessarily sparked off the Cl)32's »l ide into obscuri- 
ty. And, with Spurs out of the FA (’up before it even .starts, the next 
twelve months Look pretty good nil round, Lels avoid the appeals, 
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9 Storming down the wing: 

MAN UNITED PREMIER LEAGUE CHAMPIONS 

PRODUCED BY: Krisalls 
AVAILABLE: Soon 

THEY SAY: 'We ve got it all — full seasons, 
2500 players ad with accurate skills, league 
and coca-cola cup, you tan even configure 
your own league.’ 

WE SAY: Looks very promising, even has CD 
enhancements. 
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CHECK OUT THE EXCLUSIVE SOLUTIONS TO 

STREETS OF RAGE 3 (MD) 
BUBBA 'N' STIX (MD) 
ALADDIN (MS&GG) 
MYSTERY MANSION (CD) 
PRINCE OF PERSIA (MD) 


ALONG WITH A COMPLETE ROUND-UP OF ALL THE LATEST SOCCER SIMS IN FOOTBALL 
iCUS — WITH THE CHANCE TO WIN OFFICIAL WORLD CUP GEAR, FOOTBALLS SIGNED BY 

RYAN GIGGS AND LOADS OF STUNNING GAMES! 


PLUS ALL THE LATEST REVIEWS AND 30 PAGES OF CHEATS AND TIPS! 
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While board games usually make 
poor videogames,, HeroQuest is more 
a cut-down RPG than anything else. 
Now thanks to Gremlin the game has 
really come to life, a single cramped 
hoard magicked into ten varied and 
sprawling mazes. Plastic characters 
are transformed into beautifully 
detailed and animated sprites, while 
the rules have been seamlessly 
integrated into an intuitive 
control system. 


r"V 


Legacy Of 

^ ^nn 


HeroQuest II 


PUBLISHER: Gremlin • PRICE: 0,9-90 
• DEVELOPER: In~houme • OUT: Nvw 
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(though anyone who's tried to explain HeraQuent 
to jAfoaopafy-fan parents might disagree, the 
hnawI gaiH A wft-H obviously designed as a simplified 
introduction to RJPGs and the videogame 1 is 
even easier to get into. With the computer 
there to handle the drudge work of 
calculating enemy movement and hit 
points, you. can dive straight inti.) the action with, 
scarcely a glance at the manual- This is nothing 
short of miraculous, as demonstrated by the super 
speed with which arc our Ultimate Body Blow* fan 
editor picked it up. 

To further attract beginners Gremlin have 
excelled on the graphics- The characters are big 
and beautifully detailed: 1 just Love the way 
the wizard's stuff catches fire when he 
attacks someone, the slick animation on the 
lightning spell and the cape on the evil 
vampire. Such splendid graphics are more 
than simply superficial, with a single go 
1 jut ting an hour or so It's vital that the 
characters mean something to you. 

Sorasil offers you eight top characters 
to choose from and yQu're soon worry- 
ing over their every little wound, 

significantly ramping up the tension- , 

Background graphics arenf quite so impressive, and in any 
cose with isometric 3D many maze walla usually disappear so 
that you can stUI see your characters. Nevertheless they 1 re 
well done, while exterior landscapes and later levels such as 
the mystic temple provide variety, further rewarding long-term 
play. 

Even more impressive then the graphic# is the soundtrack. There's 
over thirt y minute* of a br illian t classical score which sounds as if its 
been lifted from some epic 1950a costume drama. It really does make 
a massive difference to the whole feel of the game and, thankfiiily, 
the soundtrack doesn’t eliminate sound effects like previous 
Gremlin games. Besides sharply sampled swordfights and foot- 



full*, there's more imaginative touches such 
ns spin (schilling incantations before a spell 
is cast. All these elements combine to give 
the game that elusive feel good factor, you 
sense that the development team have 
genuinely troubled themseLve# to make you 
feel Involved. 

For 11PG fans the game's simplicity 
will be disappointing. Too much of 
the gameplay revolves around 
simply finding objects by virtue of 
repetitive searching of every loca- 
tion. No clue is given of possible 
hidden object locations, 
everywhere must bo 
searched and it must be dona 
twice - once for treasure! Once 
for doors and traps. The game 
engine's simplicity can also 
seem restrictive, as characters 
can only be moved in rigid order, one 
after the other, whereas in -Sabre Team 
you con endlessly swap between chornc- 
tors milking tiny moves. However for 
newcomers this simplicity could well 
be a bon us and, unlike the admit- 
tedly more sophisticated Sabre 
Team, your characters move 
Like lightning. 

Overall though, Sora&il is a quick, pacey 
game and those superbly detailed 
characters make you feel about them and 
keep you playing Late into the night. As 
Gremlin talk about developing CD5J2 
specific titles for later in the year, Sorasil a 
m0#t encouraging pointer toward things to 
coma. The future for role-playing games on the 
CD32 certainly looks bright, ! ' SSW 



NEED 


Another Hero 


III ‘fore your adventure bfiiUI*, it'* linr»C plan your strategy, by ch<M*-*i»g jusl foil!- ul 
file eight character* available- M isn't that dillimll „ a* I here air basically two 
of eaell diameter, with slight individual i|inrk* r < bn* of eiirh type should Ih‘ |iieked.. 


ANGOR: The Barbarian 

Strung and r i|ni|»|ied wi(b 
ail enormous liriinctNwmil, 
In- clot sir I bul her wilh 

I is therefore an 

ideal mKHII Htlfl fighter. 

OAKIIEAHT: The Ranker 

Medium sli-nlgth and 
dcfeiiri', but O.ikhe.ul is a 
Httperh (rNrh'r and has 
gi ro I |H-r(‘i ii d inn lor things 
1 1 mis* in I lie forest 


GRIMBEARMk The Tighter > 

Al l limigli short, (Jfimix iird / 
tine Hwni l is u strung 
Wlirrinr, handy for spot 1 i ng I 
traps. This is intuitive V 

though, a* lie's im! that di'Vi'i; 


RAYRNSfjR'R: The Wizard 
Although WCIlh iinti sloiv.tlie 
VVizord is obviously impera- 
tive if magic is 4o be well 
UsH-d. Tlii 1 nurd intelligent 
of the lot, with ( Vli-Hle 


fiAXAR; The Pa Rutin 
A nolde knight, llasar is on 
eveellenl all round player, 
speedy over ground, a good 
ri^hli'r but lueking any 
spi-i 1 |_nr ill: i r individual b ails. 

f At.ORFIAMK: The Clerie 
A out unattractive priestess, 

( a lor Hi* me I* ;■ powerful! nil 
ally with her knowledge ■*!’ 
nuigie. However, she cumin t 
carry uny weapons. 


STf MiMROVf: The Adventurer 
A good swordsman mid 
spell easier, Wtormhow 
si amis with Augur ihu good 
nil round soldier to Like on 
your in issiurl,. 

t RLRSTR: The Myrtir 
| ,i lie ( iilln lljlllie, la'lesle +s 
iio| Huitiiltli 1 lor liimd-lo- 
Inmd eondiut. Im 1 lie* 
magical abilities runned he 
unberrsl i muled. 
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Early on. when a skeleton 
or any other foe comes 
looking for trouble, it's 
easy In take your pick of 
warriors or magicians to 
wipe them nut. However, ns 



l cos ion as even fairly weak 


baddies chin away at ycrar 


energy hoi s. 


*1 just love the way the wizard’s 
staff catches tire when he 
attacks someone, the slick ani- 
mation on the lightning spell 
and the cape on the vampire. 
Such splendid graphics are 
more than superficial, with a 
single go lasting an hour or so, 
it’s vital that the characters 
mean something to you: 1 


your team split up Cns they 
imiit i. later on. every hut- 
tie becomes charged with 







titles asISS 
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Above, Raven slock. The Wi/sird is being harassed by two ghosts t hid 
wander around (he early level*, Tljccur is coming up from behind to 
help, and Culm-flame is standing guard in the corridor. A quarter of 
Flaxur's movement time has been used, and he has just five steps 
left to either exit or defend Ravenslnck, 

The cut-away 30 graphics are very well implemented, to make your 
location and surrounding area readily visible, with walls becoming 
semi-transparent if covering a character. Similarly, the simple con- 
trol panels below' the view screen mean that you ran take actum 
quickly and effectively, alt he? ugh mu use control is preferahlc. 


From t 


When one of your 
eh a rvc L* rs dies, 
you are 
automat ically 
La ken to a 
redistribution 
screen, here, you 
can chouse Ml hich 
of your sun iv irtg 
team members 
will receive the 
available booty, 
weapons and 
potions. 


[WALKING 




ft The rat and stone 
dial show the 
amount of time left 
for you to make your 
move la-fore the com 
|n i ter controlled 
enemies make t hi- in*. 


W Combat. Mag ic, 
Search for 
Treasure, Search 
For Traps, (kotrs 
Look At Map. 
a»M Ihivr and 
Invcntoi'v icons. 


l> A countdow n of steps 
left for your chosen 
character, 

© The conifjflss, which 
can Ik' clicked on to move 
ynor people. Diim lin'd 
shows no access. 



The living skull is another 
enemy derapitated, leaving the 
chest free for plundering 



] PLAYER 
I SKILL LEVEL 
HAVE GAME 
Into the CD32 memory 
Cm2 ENHANCED 
l l) soundtrack, 
iA »T|T%A Excellent chnraclir 
* graphics and bril- 

liant soundtrack real 1 3' poll 
you into the game which, for 
an KI*G, is very entity to get 
into and paecy to play. 
Automap feature is a boon, 
Gameplay is sim- 
plistit and (he 
search routine is repetitive. 
Inability to save on (ill level 
end is annoying. 
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It’s ironic that as the final instalment in 
System 3 's Lasi Ninja trilogy arrives on 
CD32, so should Second Samurai* Vivid 
Images was formed by a group of ex-System 3 
people and their bit platformer was an 
obvious jibe at the old company. 




if ; r:r 


The* first major meuuu- 1 m ii thurmi^M.v u^ly anake 
moiislt i\ spitting fill* liiiiI milking a hi’IJ of jl 
CEii-kot. A few swipes Inulit* a fVwl polish Kim nJT. 


\J/ S \ 


JAPANESE 


Asteroids ? 


Strang hut true, There's .■ 
rather strange and rut her 
fun Astrrttid\ game 
wrapped in Hi is varied 
package. It's strange, 
because you punch and 
kick asteroids rather than 
shoot them, yet if plays like 
a perfectly reaso nahlc clone 
other than that, with the 
some w rofi-sirou ncl screen, 

Jl in rnnsidrrtililv easier, 
however, os your fighters 
aren’t inertia plagued 
a paces hi ps. Odd, really. 


091260 

SHHHHFC 


hen Firmt Sumurui was launched there was a strong 
effort to play down any similarity with the Lout 
| Ninja trilogy. After all, one used isometric 3D while 
the other adopted a conventional side-on view* In 
retrospect, junking the 3D was a smart move. At a 
stroke a demanding graphics system and an overly 
complex control system were dropped, making for a 
much more immediately accessible game 
within which La*i Nit\jo** Imaginative 
approach to puzzles could b« more 
effectively reworked. First 
Samurai was a big hit and its 
sequel offered more of the 
same; bigger, brighter, 
smarter and with a two-player 
option. 

As with Last Ninja games, the 
Samurai scries takes care to place the 
game in Japanese mythology with an 
enemy (the Demon King) who always 
seems to escape at the last mi note like a 
R- movie villain (so there can always be a 
sequel). In Second Samurai the Demon 
King resides at the end of three worlds, 
each with several levels each and their 
own distinctive graphic style. Levels are 
large and include a least a couple of 
puzzles to figure out, but fortunately 
(there is a password save at the end of 
each one. 

The control system, whilst much 
simpler than Last iYinjfa, retains a « . . . 

similar obsession with complexity; m. ' Jl 

there are no less than fourteen 
combat moves and three defensive 
ones. You can also throw weapons 
which can be collected along the 
way. This sophistication doesn't 
stop yon diving straight into 
the action - the moves are 

fairly instinctive - hut occasionally you'll fumble a 
wrong one and ibe joystick-designed system can be 
awkward on joypacL 

Yet more weaponry comes in the form of various 
objects and collectibles, including Bombs, Seeker 
Skull a. (mystical homing missiles!) and Spell Books (for 


fl 0 B 9 i II 
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^ smart bombs, temporary in vulnerability and a 

magical sword), As you’d expect with such a for- 
midable array nf firepower, enemy forces are 
numerous, varied and very aggressive* Of 
course there's end Jevel guardians, but 
there's also mid-level guardians which 
can pop up when you least expect 
them. 

The game’s mystical atmosphere 
carries over into some witty problems, 
like the way you can use discarded god 
statues to substitute for gold ones, fooling the weight- 
triggered traps just like in Haiders of the Lost Ark* 
Above average game design also applies to the two- 
player mode. Get a friend to join in and you can 
choose between three different modes: Friends 
(can't harm each). Stun (ft-eese your friend with no 
energy leas) and Enemies (it’s war, with full 
energy leak!). And If your friend 1* lost off screen, 
the game automatically rematerialisaa him (or 
her) nearby with no energy penalty* 

Overall, Second Samurai m a big. ambitious 
platformer with plenty of imagination and 
novelty. There's also a massive challenge 
with loads of secret levels, including a 
shoot-’em-up level! Semes are above 
average - considering the CD isn’t used - 
with plenty of great effects, Graphics are 
perhaps mure a question of taste, while 
technically very good they betray their 
A5CM) origins with a certain coarseness 
at times* Whilst a little sluggish in 
places, this Is still one of thebest 
CD32 platformers around. □ SSW 
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Onp of the first crnnips thjjt nerds u bit of thought, Skeleton hod 
mus| hi- ^jua-»hi'El by j u m pin g nn thp Ihl’p button «c«irtrei that dhip^ 
I he- wt-ight. It takes quite a few goes (I) flatten him for good, arid! a 
second player helps, Below, a leu raofi* nf ihi* rncaniv-, that parole 
this strange game. 


“Overall, Second Samurai is a 
big, ambitious platformer with 
plenty of imagination and 
novelty. There’s also a massive 
challenge with loads of secret 
levels, including a shoot-’em-up 
leveir 



I WEIGHT 


PROS 


CONS 


I his booby 4 rapped 
treasure room needs 
u touch of Indiana 
Jones thought. \ 
i{-|tl ii-u of I hr ji'-rj Id 
iflfJ mum he pushed 
onto the pressure 
purl beneath it 
before il can he 
rt^movi'd, or else it 
starts ruining 
spears- This tactical 
element to the game 
is great fun. and as 
the problems arc* 
Usually physical 
fjni-s solutions are 
often impress! vt\ 
visually, and usually 

worth the 
frustration,*. 


I PLAYERS 
i SKILL LEVELS 

SAVE GAME 
Essent i»l password*. 

( D32 ENHANCED 
Al 200 port pretty much, 
ij iTiTsl It's !i huge, §praivl- 
■ AwM ing challenge, 
packed with oodles of variety, 
imagination and secrets. The 
game design is surprisingly 
novel, with lot- of surprise*, 
|T|\ wn Unfortunately, the 
HlJmrWI ,h m liil ious graph i v* 
look a little course as they 
clrm'i appear to use 256-colour 
mode. Sonic of the puzzles c un 
he rather obscure... 
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They may not make games Jike used to, but thankfully ^ 
they do re-release them. The CB4 Last Ninja trilogy 
was truly Legendary in its day* offering cinematic 
intros, intricate pozzies and a mature atmosphere so 
rare these days. Once the prettiest set of sprites 
around, the trilogy's final installment arrives on CD32 
via a stylish A50G update. j 


T he original game took seconds to draw up each new 
screen, a painstaking process which everyone 
accepted because the graphics were .mo good. On GD32 
the jfruphks still have their charm, even if they're no 
longer state-of-the-art, but the must noticeable 
element is just how tough the puzzles are. Combining 

mails and gloves to create climbing glovee t making up 

bn mbs and so on are a world away from the simplicity we’ve come to 
expect from arcade games today. Games like Mario and Sonie almost 
always have even the simplest puzzles contained within a screen or 
two, having to work out probEema spread out over an entire Level is 
judged to be too much for your average console owner. Whilst British 
games used to be murb more complex, nowadays everyone wants 
their game to go onto console so it's a surprise to rediscover t hin level 
of challenge. 

Exploring the still attractive world uf jXinJn IJJ it quite good fun, 
surprises still wwia to be possible and youVe eager to explore. If only 

System 3 had persisted with the game 
type maybe today Ninja Vll would 
Comp are with the PC’s UtHma series 
for complexity. 

Unfortunately they didn't and the 
game's age does show in places. The 
control system which was simply 
murderous ou joystick* is easier on 
joypad but remains a little awkward - 
falling off cliffs is all too easy and 
success in combat is rare without 




‘‘While British games used 
to be much more complex, 
nowadays everyone wants 
their game to go onto 
console, so it’s a surprise 
to rediscover this level 
of challenge,” 





• PUBLISHER: System T ft PRICE: £14.99 
ft DEVELOPER: In-house ft OUT: iVou? 


taking at least some damage. The game certainly feels compelled to 
constantly crowd you with enemies which can be frustrating when 
you're trying tn figure out the latest puzzle. 

Overall* Ninja HI does feel rather dated and limited. It wouldn't 
stand up at full price* as thi s ts just too old-fashioned to justify £30 
being spent on it* and the quirky (to put it palitley)! control system 
and perplexing puzzles would almost certainly put off many younger 
players. However mt a budget price its unique style and occasional 
moments of genuine magic make it worthy of consideration. It's 
tough, awkward and not ail that big* but if you fancy something 
different, give it a go, U SSW 



PROS 


CONS 


PLAYER 
I SKILL LEVEL 
SAVE GAME 

Password 

GD32 EN HANCED 
iA ■ TaTVP 1 ^metric graphics 
m IWwl Ht ill have a certain 
charm and the neriuus lime is 
a pleasant contrast to so many 
more infantile gutties. Fu/ides 
are imaginative. varied and 
unusual - sometimes 
frost rail ugly ho, 

r'h e quirky eon trills 
take same getting 
used to. ami the game's size is 
more Shit than 1Gbit. The feel 
is n little sluggish ton. 
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EXPRESS PD 

Amiga C032 Games: 

Gunship 2000 £19.59 

Now Game! 2 £18,00 

Sensible Soccer £18,00 

Kick Off 3 ECALL 

Microcosm £39.00 

James Pond 3 £25.00 

Dank £22-00 

Liberation E25.O0 

T.F.X £CALt 

Ultimate Body Blcwi £21.00 
Canon Fodder £22.00 

(%mc km ■ ■■ 'u jUK i.i* * i- 1 

Mv i !-■ Jr i ■ ctAnfV rt} & LKM*KV«WP ui llufi 
l:Pi i ati iJ.OC 

hSi 

EXPRESS PD 

.U^unv. Huslncu Cent nr 3 I Nrwirt* Si 
Lcicciler Lt I 5 SS 

TEL ] 0533 J 55971 I FAX fOS^Sf 4 ?£Jt IS 


Express PD Galore 

totew CD ROM Software 
for [he Amiga CD3 2 
This CD contains ISO AGA Discs. 
2 50 latest PD Software, Assasin 
Games 1 \ 78. Ail can be copied onto 
disk using the menu system (Disk 
Drive required), CD also contains 
1 00 top latest PO games including 
AGA, latest utilities including AGA 
AGA demos, music demos, 100 
musk modules with easy to use 
player and tracker latest Animations 
including Mean Machine enhanced. 
Haunted Mak Overdrive AGA. etc,- 
Arnicus 1-25 al this can he acceded 
via workbench. 

Ckycuf 

^ Save E5 ncmtHi r*p t i9.m 

■Unis HHyid > <w*iiy 

This CD will work on the CDTV/A57 0 


(ili Kli/.alMM.Ii lilh!r*lliii , l,li!|innl*152!i illlT 



Tel/Fax 0429 868029 
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a Sega Megadrive 
a- Game 





a Sega Mega CD 
+ GD Game 





frill cuu 39 p per mm Ictavpl 49 p (oilier times I Max possible cosl E 3.68 Nhu be litre you have 
permission to make Mis CBiL Sflg^Minterdn £, Amiga are a’i regilttrti Irademarha of their 
respective compaoiBi. INc arc neither related, lo nor endorsed b thorn CompetiftioiH dnse 31 . 8,94 
Cum petitions iuubIv-g mu<lhp(e tknee queiriijni with tie breaker, Fur rulti and wi»ra« aamei please 
send SAE 1 « JMii 1 2 a Manor Ri VMv»l Somerset BAIT 1 J& 



Once there were sfms, 
hut now there’s... 

JET5TRIKE 


Amiga - available now. 
CD32 ■ June 1994 
Amiga AGA - July 1994 


Jetsirike is the flight game 
for your computer - with 
over 1 30 levels and a 
choice ol 40 planes and 
weapons systems (more 
in the CD versions) all 
this and a twe-ptayer 
option makes this a game 
that will keep you flying 
for months 

Take to the skies 
and defeat the 
forces of SPUDD! 


Amiga Computing - 90% / GAMER GOLD, 
The One Amiga - 64%. Amiga World - Grade "’A 


CLOCKWISER 


llll 


Amiga - June 1994. 


Amiga AGA - 

. f r v 

June 1 994. 

hhhh 

CD32 - July 1994 
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’Clockwiser is an 
^nluriaiing,. addictive, 
un-put-dowrt-able 
puzzler wrth over 
t00 levels of iVnd- 
bending fun ti 

/ / »»/ „ /■ , V jMfi 

* wiih a- puzzle ediluf - 

•.•.vvvv^vvl l ‘ej^SL ; l '. , : iJ ^ which 

Hr Q y^LWE [j ! ^F'l ' gel your own bJck! 

Move 'em around, beam 'em up, blow 'em up (carefully 
does it'), cope wrth self-generating diamonds arid much 
more 

IHASPUTIN' 

Rasputin Software, 36/40 Higti Slreet, Green Slreet Green, 
Orpington, Ketil BR6 6BJ Phont 0689 * 850 770 
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Swapping his extending robosuit for a pair 
of Sonic~&ty\ed trainers, James Pond is back 
in a new, arcade adventure with a SF theme* 
Accompanied by more FISH merchandise 
than you could dream possible, Pond is on a 
mission to thrill. 


ending Pond instruction manuals is getting to be a 

R serious job hazard with the latest reaching some kind 
of landmark for groan-inducing hamminess. But if 
; you’re under ten, you’ll doubtless be impressed not 
only by the enormous instruction booklet, but also by 
the wodge of flyers and brochures packed with the 

game. There’s Pond stickers, agent training 

books, identity cards and even a Pond mask for all those 
Method gome players in need of psychiatric help. 

What isn’t disguised is that Pond has had a major 
facelift, both in gameplay and style, which is a 
pleasant surprise. Pond's RoboCod Expansion suit 
has boon discarded, and replacing the rather 
minute, minimally animated hero of yesteryear^ is a 
large, amusingly rendered fish who rushes about like 
a second cousin to Sonic, and even has the trainers to 
match. Unlike Sonic, he's practically bursting 
with special abilities. As well as being able 
to punch, crouch, leap and run 
around in 860° circles without 
falling victim to gravity, Pond can 
arm himself with a rapid firing 
Gateaux Gun, throw dynamite 
and even disguise himself as a 
piece of fruit (if a fruit suit is 
available). Millennium have gone to 
town on reinventing Pond »« a plausible 
hero for the mid -90V, and their efforts ore 
commendable. 

The story, however, is irrelevant. The 
action is simple, initially at least. There 
are a large range of graphically 

themed areas spread across the moon (cheese background, banana 
splits background) each with about six or seven mini levels to be tra- 
vt'rwd To begin with, it’s just a question of running right, avoiding 
xneanies, and reaching the end level 

beacon which, when bashed, completes the section, hut things soon 
get more complex 

Koch level Is made up of familiar platforming hazards and objects. 
Platforms can be head butted, Mario style, to release power-ups. 



extra lives and other treats. Distortions in space can reveal warps to 
bonus levels (see P-p-p-penguin box out), and sometimes there are 
more than one beacon per level, each offering an exit to a different 
level. Where Operation StarfiSh leaves Zooi and Sonic terrain though, 
and moves onto Bubbo turf, is in the variety of objects that can be 
picked up and used to solve various physical problems. Umbrellas 
con he used to float across craters, rocks con be used both as weapons 
and plinths, X-ray epees reveal previously invisible head blocks, ton 
weights crush enemies Chut also make Pond fall faster when he's car- 
rying one), spring boots are ■alf-axpltmuxory, as are jetpacks... Whilst 
most have fairly obvious uses, some are more obscure. For example, 
smashing open a TV set unleashes it pottergedat which, If you cany 
the wreckage to lure it with, will carry you up to the higher parts of 
the maze. Such odd puzzles help give the game a aatisfyingly 
different feel. 

Graphics perfectly complement the gameplay with 
some neat animation. Hie cheese throwing mice ora 
| j brilliant, but better is the mouse with the oversized 
- gateaux gun, who stumbles back when he fires at you. 

Thieving weapons from the enemy to use against them 
is also rewarding, especially when they're bigger 
than you. One particularly aggressive enemy is a car 
which keep# trying to run you over. Blowing it up is 
particularly eqjoyable, although throwing sticks of 
dynamite is a skill itself. Once picked up, the fuse 
ignites, and Pond has only a few moment# to lob the 
sparkly firecracker before a large crater is 
created in its proximity. 

It’s the large injection of humour that 
makes Fond almost immediately addictive. 
Over the long term, however, game design 
does sag in places - the banana level, for 
example, dispenses with more 
interesting aliens In favour of 
lots of pixel perfect jumps and 
Is much less fuu because of it. 
The save game option is also quite 
difficult to reach and, in common with 
all CD92 games so far, gives no warning 
beforehand If you've got enough 
nKomory left to save in. Keeping that IK of 
memory flee of unnecessary data is essential hmisnc Leaning for all 
CDS2 owners! 

Pond III is undoubtedly one of the fastest platformers on CD32, and 
it certainly pastes the insipid, Sblt design of Zaol II. While the 
imaginative puzzles aren’t quite consistent enough to posh Pond into 
the mega-lcon league, there’s certainly plenty here to keep younger 
players in particular entertained for absolutley ages, as the moon is a 
huge play-pen for this fishy adventure. □ MCW 



PICK 


Up A Bonus 


IScinu* level* (found hy spotting distortion* in space) offer liHlr 
crui'iiil to jpimrphiy. hut lots of wittyt?) reference* to Pond* previ- 
ous exploit h iiiirl plenty of fi»h power-ups to build up yn ur strength. 



Left, Pond and hi* 
rather wrecked 
Hpecrrerurt. 

Mr Low left, n lire 
hulled roc tent, due- 
of I he mewl f re- 
fluent For* Pond 
must hash or jump 
in the early levels. 
Below, mi early 
bpsiron, cgfHiscd 
for a good v>nsh tng. 
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“It’s the large injection of 
humour, and the knowing appro- 
priation of a lot of good platform 
elements that make Pond almost 
immediately addictive. Over the 
longer term though, the game 
does sag in places. n , 


OPERATION S TAR F 1 5 H 


• I’UHUKHKK: MHirntlittm * PRICE: O !UM 
m DEVELOPER: In-haum* • OUT: Vote 


Above*, li variety of goodies for pond to appmprial 
points, u IioitiIi I or vicious assault or cheese, louw 
Ihl'WJiliJr weapon. 

Above* right, the bizarre nnd rather boring bnnum 
it selection ni (Ik- great intm slilK- 



Pond..M 


-fa hum Pond L» without 
,. K v mj W tlouhtone oOh^ 

5 fr' it V.') j most adaptable lit- 

'V* 1 ' / lie sprites around, 

able In make use of 
( h whole host of 

’I Vy make Jib 1 oil tilt* 

TBP ./gii* JF 1 

■noon -cron h's Imih'Iht. 
M A Jf Am well on Hit- umbrella, 
gateaux gun and spring 
hi-cls, I hr most cute just hat f to be the 
superb I’f'ijH Suit, An well uk protecting 
['unit against enemy damage, il iilw 
allows him to roll over and supuish his 
numriDUH fni's! In fad, so gwal is this 
disguise* that Jll timm, you'll lost* your- 
self, convinced that it's Just any old 
strawberry sitting in the mid Hit* of the 
srroen, rather llum your hero. Mf’h a 
nird, Pond, liTulu- no niisUikl-, straw- 


Umbrella 


berry or not. 


before.* 


afeter! 



PROS 


CONS 


i piaykk 

SKILL LEVELS 
HAVE f i AM E 

Itulhcr rare but welcome save. 

t im ENHANCED 
Audio intros to level*. 

A iT|TSH| (iroifti new incurnn- 
■ lion of I'ontf Nice 

speech, novel puzzles, a lew 
Ureal sprite* and a huge 
challenge. The mis of formats 
workN well ol times. 
rjFjY^T^P But some Levels are 
basic, and (hi* 
makes progress less exciting 
than one at first hopes. The 
sporadic save points are 
annoying, Why not passwords? 
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f review 


Despite the promising title, there’s not a hint 
of titillation or political incorrectness in 
Interact! vision’s first CD-12 release. Rather, 
it’s a rather sparse one or two-player Bubble 
Bobble clone, low on originality hut high on 
frustration - if my jangled nerves are 
anything to go by! 


Ten Internet! vision themselves seem to hiv* lost the 
battle for enthusiasm with the Naughty One s' story- 
line, and their briefer than brief synopsis doesn't tax 
the brain at all. John and Jim (imagination in abun- 
dance) must fight though five- platform adventure 
worlds and defeat the baddie king (he's ervU) in order 
to return to their normal world. 

The maze* are familiar fare for those used to the genre; the usual 
surreal combinations of every day objects* come to life and outsized 
pieces of furniture imbued with menace* The Mad Mechanics World 
h*a various tools and appliances whizzing about in a mainly sparse 
and barren scone. Crazy Clock looks like 
Ocean's Dennis with huge sofas and clocks 
dwarfing the bros, while Foreign Affairs 
it a Cold War kaleidoscope of odd 
Russian paraphernalia. Furious Fire 
and Evil Egypt, the last two levels* are 
more successfully themed arena — the 
various sights and sounds of a 
Hammer Tutankhamen movie enter- 
tainingly spoofed and caricatured* 

John and Jim are reasonably 
well-animated sprites but their 
design is remarkably bland, tot- 
sited versions of the Blues Brothers 
with none of their charm or humour* 

They hop and bound about quickly enough, 
hut with only bouncing grenades as defence 
(unless a rare sapper gun is collected), 
they’re hardly going to satisfy anyone's 
latent psychopathic urges. Y ou can't 
even use more than a single grenade* 
only when the grenade has exploded 
can another be thrown - any more 
than that would be Irresponsible,! 
children] So you have to take a more 
tactical approach, planning every attack 
since just jumping in will usually get you 
killed. 

There are only a few power-ups to be collected, such as 
extra lives, extra speed and invulnerable pills, and this 
MtiitginesM adds to what's already a tough game. Each world 
is mad** up «f twenty odd single screen challenges, most of which 
need to be solved to reveal a key end an exit. The puzzles are very 
simple - avoid the baddies, traverse large gaps, press buttons to 
activate elevators and winches - and the problems tend to revolve 
around the scenery rather than the enemy creatures. Certainly, none 
of the aliens are overly intelligent or mobile. Nearly oil of them have 
set routines, small patches of turf that they patrol relentlessly, the 


only challenge is to memoriae 
their movements so that you 
can hop up and blast them 
before they get you* 

If you've got the patience. 
Naughty One's toughness soon 
fades away. Problems come not 
from surprising game develop- 
ments, but from over-eagerness 
and the fiddly control system - 
which uses 'up' for jump’ 
rather than the more accurate 
arcade method of using a 
button* All too often* accidentally hitting a diagonal instead of a 
simple left or right ends up with a fatal jump into an enemy. Success 
comes not from exciting new tactics* hut rather a patient following 
through of obvious plans - waiting for enemies to get into the right 
position and so on. The password system only saves when you enter a 
new world, and getting there takes much painstaking replaying of 
earlier sections which weren’t that thrilling the first time. 

In one-player mode, despite the endless annoyance of accidental 
death, I found play pretty good fun. The graphics, 
though hardly exciting* are crisply animated and 
cleanly coloured* and the very simplistic game- 
play makes the game compulsive for a while. I 
battled away trying to complete the first 
world for ages, hut once accomplished* the 
Incentive to struggle on vanished. The fact 
that you spend most of your time waiting 
for the correct time window to open makes 
play almost hypnotic, with no real action as 
such, just tots of avoidance, and you feel 
very much a spectator on a mad world that 
doesn’t really register your existence. 

All this should have been addressed by 
the two-player mode* but this is quite 
pointless* Since the aliens seldom pur- 
sue you intelligently (most baddies 

come in the form of dripe (I) 
or spikes), the second play- 
or cannot be used as bait 
whilst you. do the solving* and 
since eacb room is such a fiddly 
puzzle to traverse, the irritation of 
both of you having to pause* jump 
and hop about is agony. 

Naugh ty Ones is a worthy attempt 
to recreate the classic addictivenes* of 
games such as Bubble Babble and Kiel 
Dangerous* If you haven't played 
those games it might have some 
appeal, but if you have enjoyed them 
this will seem a rather uninspired copy. There's too little variety In 
graphics and gam ep lay, and the need for painstakingly patient 
tactic* actively punishes zestful gameplay rather than rewarding it- 
Set against the manic fun of Team IT's QwaJt or Apache’s Super 
Methane Bros* Naughty Ones seems porfltlvley pedestrian* but if you 
prefer your action a bit slower paced, check this out, as there’s plenty 
to keep you occupied for quite some while, U M C.TV 
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“The fact that you spend most of 
your time waiting for the correct 
time window to open makes play 
almost hypnotic. ..you feel very 
much a spectator on a mad world 
that doesn’t really register your 
existence” 


PUBLISHER: Inform tiviniim ft PRICK: Z29.9U 
ft E>EVELOl a KK: inhtnute ft HUT: Ntnv 




At h>vi% near the end of Level uni' »md things are getting trickier with 
jTfc'iii waturdniwnhg ihic bnithiTK sifter n few seconds* There'?* :■ 
few pfjwcr-ups to the right, but it's best tu whiz to the it- rurl level 
hiuldic on the right, jumping over meitd hnnl rather than scrapping 
with him. 



They’re identical twin*. t hey 
lioth weiii 1 shade* and they're 
us interesting as Steve Davis. 
1 lie sturi uf level 2 below 
iTKATIMKItu mid its the old 
household olijirts jjmir looiiy 
scenario. You know, ki ller 
clock* and the like. The key 
at the top left open* the nnml 
room up, Ki d brother is in 
odion. hi ue isn’t. St uuTl 
must be the hfne one. 
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I 2 PLAYEUS 
SKILL LEVEL 
SAVE CAM E 

KiMveiitiid passwords fur each 
of the five levels. 

dim ENHANCED 
A ■TaT*N Simple gumcstyle 
■ t iiiul reasonable 
presentation make Naughty 
Ones initially pnnl fun. The 
urge to i Hi'itsh the first world 
is high a* it looks so easy... 

iTilSjVn |:,jr 1hf tfnnie 
mechanics are 
poor, with had spr ite control 
making play frustrating. The 
two-player option is useless as 
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Puff and Blow, surely the most imaginatively 
named heroes of the year, are here to inject 
(literally) some much needed arcade style 
action to the CD32’& sombre software line-up 
with their powerful, pump action gas guns. 
Armed and dangerous, their PK pamphlet 
promises hours of solid blasti ng and sucking. 
Now who could turn their backs on an offer 
like that? 


ot on the hralH of In teractivi s ion's Naughty Ones, 
Super Methane Brother s dramatically wrestles the 
idniisation of Bubble Bobble from its rival, and boldly 
entubliubuH itself as the brightest and most noisy 
homage to that arcade classic. Whereas Naughty Ones 
sprites are small and simple, Super Methane Brothers 
features huge, well animated sprites and garish, 
lyper-active levels. The two brothers themselves* however ugly and 

unlovable, are superbly realised 
characters, who shuffle about with 
numerous frames of animation, their 
methane gas guns pumping realistically 
when fired, and jostling up and down in 
their arms when the brothers fall from 


ledges. This high quality animation also applies to the enemies, 
blessed with names such as Duggs, Whirlgigs, Suckers and 
Mechabugs, They're all wonderfully big* coloured and possessed of 
distinctive attack patterns - making capturing them and blasting 
them much more fun. 

For all its cuteness, Methane Bros is a game with a real mean 
streak. Rather than simply* unimaginatively lasering baddies you 
roust first blast them with a cloud of gas - to stun them - then while 
they float about you can suck them into the methane gun itself. Bare 
they can ha held for up to ten seconds, before you must eject them. 
Fire them across tha screen and they spring hack into life at double 
speed, often instantly killing your broT Far hatter then to blast them 
against a wall, smashing them into a cluster of toys. In moat games 
these would just wait around, passively awaiting collection* In Super 
Methane Brothers, each bonus is a tiny, beautifully animated and 
extremely noisy treat to be caught. Mini boats, ducks, balls, tanks, 
LTFOs and cars are just a few of the many goodi w that bustle around 
the screen, wilfully distracting you. boats bounce around booting, 
cars drive about tooting, ducks quack and waddle, telephones ring**, 
it’s just too much! Ail these delightfully animated, boisterously noisy 
objects fight to be heard above the fantastic, joyous CD tracks, which 
rank with the very best CDS2 music available, 

The abundance of bonus items, plus the scramble to be positioned 
for end-level bonus items, makes for complete chaos in two-player 
much', You always solemnly promise to co-operate, hut within seconds 
are tearing about trying to grab the most bonus points. It's epjoyably 
different and on Later levels the ability to contain the villains in your 
me thane gun becomes more important- Walls can bo in short supply* 
requiring good aiming* while monster generators can only be 
destroyed by being shot with stunned enemies. You can even use the 
guns to suck in and shoot out building blocks, springs and various 
other vital items. 

Aside from the gas gun tricks this is, of course, very much a Bubble 
Bobble done. The AGA graphics are a lot bigger, brasher 
and more impressive but this con make gameplay rather 
claustrophobic at times* Bubble Bobble ' 0 tiny sprites 
allow room for more complex puzzles than are on offer 
hare. But if Methane Brae doesn't quite dethrone Bubble 
Babbie, it comes close enough to be a lot of fun in its own 
right and gives Qu ak very tight competition for the best 
CD32 BB clone yet. As with all these games, they can 
become ultimately a bit boring in one-player mode, 
especially as Met bane is easy enough to make getting quite 
far easy . But overall this is one game we keep returning to 
after slogging through reviews of more pedestrian games 
and is definitely worth a go. Recommended* D MCW 


J lie j u ggl t ng d( iw m * . 
who arrive nlHiUt ten 
levels in, are si) me of 
the nastiest sprites in 
the game. They pare 
about in small groups* 
making 

collection in your 
methane gun very 
difficult, There doesn't 
appear to lie much (cam 
work going on in this 
shot, with poor old I’ulT 
looking rather trapped, 
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Every humiK in Super Methane 
llntthvts ii' a treat to tolled, 
mid Hit’ rxlm I i Fi ■ rewarded For 
cnllerting all four card* m ihr 
011(1 of eiu'b level in suililllly 
thnltiii|> foe alt greedy garner 
players. 

Below, the music bonus is 
rem i n i«ee ti t of Z.n*if. 
graphically* only it's rather 
Kcwd, 
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*Boats bounce around booting, 
cars drive about tooting, ducks 
quack and waddle, telephones 
ring... All the delightfully 
animated, boisterously noisy 
objects fight to foe heard above 
the fantastic, joyous CD tracks, 
which rank with the very best 
CD32 music.” 
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But there are 3 continues, 
CD32 ENHANCED 
Fabulous I D tunes. 

Over UK) levels. 5,i 
secret rooms. 1 1 
music tracks* great baddies, 
mega -monsters every levels 
and furious two-player action. 
Huge fun fur a quite a while, 
But ** tba-s get 

iVlikWl repetitive quickly, 
and the large scale of thing* 
make*' individual rooms much 
less sophisticated than Bubble 
Hobble. 
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In game, the biggest revelation ii the ability to flick between over- 
head and side-on views. Both are adequate- graphically, and the 
players are intelligently sized, more impressively large than Senei yet 
not so big As to restrict the overall pitch view available. But instead 
of keeping the player on the ball central, the computer waits until 
he's near the edge of the screen before tracking to keep up. In the 
side-on game, this ian’t too distracting, but in overhead 
view, it> very annoying as you cant see far ahead of 
you unless you're referring to the scanner. The 
principle of two views is excellent, for example goal 
kicks are best viewed from above where the height of 
the ball can be more easily judged, and the delay in flip- 
ping between then la hardly noticeable. Unfortuna- 
tely, all this sophistication is undermined by several 
flaws. For example, the screen is sluggish to keep 
up with the action and tackles are difficult to 
judge, both due to the slowness of your players’ 
responses and the tendency to perform 

unwitting fowls. The instructions 
outline how yon can sidestep, 
barge and tackle but In practice 
these movements are overly diffi- 
cult to implement. Possibly the 
most annoying fault is bow the 
computer keeps trying to grab 
control. If you stop moving your chosen 
player far just a second, the computer will 
begin dragging him OB' somewhere else, and it 
becomes a tug-of-war battle to win control 
over the computer for your own players! 

Audiogenic themselves probably didn’t 
expect to topple Sensible Soever, with its 
near-perfect controls and intelligent tactical 
play, and Uk* every other footie game thin 
lives in its shadow. The wealth of options are 
impressive, easy to access and give plenty of 
scope for play, Geuoeplay is entertaining with 
several original, enjoyable aspects and while the 
occasionally sluggish responsiveness can he irri- 
tating - especially with minimal after-touch - It 
certainly outclasses opposition such aa Striker or 
John Barrura Football. Overall a brave, ambitious 
effort which Is also good fun. C MCW 
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on our way \ 


t iirilpt’llt i.i irt U im- h Vou run choo^r lc> play 
i [i i-tlht-r h 24-tejini hatt]i r nf the stars Ismd 
England i, nr in a lenjjue of up to right 
team*, rhereN no I i mil tm t In- number of 
team^ that ran be ran trolled by :i human, 
>11 up to 24 people could play, 
thru ret ieally ■ [ don't know about you. but 
I know / haven't gut 24 friends'. 

It' you just want to kick a bloody hull 
iitxiul though, select the FRIENDLY icon 
.m AL TO and START MAT< H. W>V* on 
uur iVSA . to W**ptbleVm 


OPTICUS 


UtlRLC 

CUP- 


TERMS 


FRIENDLY 


WEMBLEY FACT ICS 
LEAGUE EPHOB 


In the season of football craziness, 
Audiogenic have launched a comprehensive 
new sim of our national sport that's bursting 
with stats, menus and user definable options. 
As much a managerial aim as a football game, 
this could teach Graham Taylor a thing or 
two about the fine tuning of a football team... 


hile Wembley might not have the pizzazz of more 
W V tajuoui licences. Audiogenic haven’t let it hold them 
1 JHl m back: this is a virtuoso demonstration of visual 

^ m razzmatazz. Besides the essential slow-mo option 
(complete with a full suite of controls), there’s a 
novel 1 Pi cture-bi- Picture' display which has a 

window showing the player the CD32 thinks you 

should pass to. A nicely sized radar scanner shows the entire pitch 
and by press log the green button you cun change the *Pn* to show 
another player. It’s all well thought out to aid skilful passing play 
rather than Wimbledon- style walloping the ball up the pitch and 
running after it. 

The game’s sophistication is nowhere more apparent than in the 
pre-match tactics selection. There are ten basic team formations to 
choose from: two each of Continental, British, 

Defensive, Wingers and Attacking. If you’re 
more independent minded you can design 
your own formation from scratch, placing 
each individual player exactly where you 
want. Best of all, your world beating idea 
can be saved to the C D32 far future 
matches. And if that’s not enough, how 
about I? different formations for 
every possible set-piece from 
free kicks to kick-offs. You also 
have full stats on each player 
showing his spued, tackling 
ability, agility and goals. Select 
’Individual Skills’ and players tire through 
the match, farther emphasising the 
importance of careful team selection. 

If strategy isn’t your thing you can skip these 
options, although it isn’t advisable as in game 
there is very tittle control available over set- 
pieces. There's some crude aiming and strength 
controls but nothing very accurate - if you 
haven’t planned ahead, valuable opportunities 
may be wasted. 

Pre-game options also let you choose your 
ref, whether you want to watch matches being 
played in your league that don’t involve you 
and whether you want team play (two humans 
collaborating on one side) or normal competi- 
tive play, and what skill leveL There’s also a 
practice mode where you can just experiment 
passing with no opposition other than a goalie, 
and, of course there’s few varied pitch 
conditions thrown in, from Manchester-inspired 
wet and soggy, to AAadrid-style, sun-baked hard. 
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“If you stop moving your chosen 
player for just a second, the com- 
puter will begin dragging him off 
somewhere else, and it becomes a 
tug-of-war battle to win control 
for your own players ! 1 n 
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In-game you 
fan consult 
hint' prints uf 
Lh{* combat 
/(inc l but 
scrolling 
around costs 
plenty of 
Action Point* 
euiiI is l bus 
rat he i 1 User- 
unfriendly. 


am 

7kx T3 


i He fui r each mission, 
you choose your 
ft from cij^ht 

men, Armstrong is a 
good marksman, hut 
lacks strength. 


l apiippi ug your squad is it long 
and laborious process. As 
you'd expert! there's a huge 
range of guns to choose liunt. 
bill don't forget ammo, bullet- 
proof vests and gas masks. 


Nome: SB-80 

Bs&OuLt rifle 

Colin**: 5 5Esi ,.il 


Coli: S.SGavg Rounds: hOOtj 

Mog capacity: 30 
Rate vf FW= 800rprn is^Wct 
WSgftt: 4,88kg length: 7SOmffl 


fktiH Points i 33 
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Sabre Team is a game of several *borro wings’* 
The heroes and scenarios owe a clear debt to 
the Special Air Service, while the game itself 
is an obvious development of Laser Squad, 
Nevertheless, on the PC and Amiga its won a 
fair measure of acclaim, so expectations were 
high for the CD32 version. 


hile strategy games usually gat people running for 

W eaver - in cast? anyone asks them to play ™« -Julian 
(kill op s IsOXtr Squad was different. A strategy gome 
as addict i vo and as exciting as any shoot-'em-up, it*s 
an obvious inspiration fnrSdftre Tffim, Kuthef than 
simulate world -spanning battlefields both games 
concentrate on smut I combat zones within which 
your team engage-* in quick, imitnsi! hut tie. The basic gamcplay can 
be grasped by anyone - no intricate logistical problems here - jus! 
manoeuvre your troops, into the best firing positions and wipe out the 
enemy. IPs the perfect type of game for CD32 ow ners 
hungry for games with a bit more depth than normal 

(are. but still retaining 

enough excitement to 
keep the adrenaline 
going. 

The advantage of a 

game like S« tore Tram 
over n shooL’em-up 
like Cannon Fodder is 


the control it gives you. By breaking 
game time into ‘turns’, you ran move 
each of your four-man squad individu- 
ally and i hopefully) intelligently. When 
an enemy attacks, you could respond 
by sending two soldiers one way (in 
case heavy reinforcements are Oil 
the way while the remaining two 
troops respond with say a silenced 
maehinegun and stun grenade. 

The atmosphere as you .sneak 
around the embassy, searching nut 
hostages and taking out terrorists is 
wonderfully tense. One nice touch is 
how every weapon has a ’noise radius’ 
- an M!6 can he heard a long way 
away, hut is also vn V Lethal over long 
distances, A silenced MF5 is less accu- 
rate, hut gives you more chance of pro- 
ceeding stealthily. Other problems to 


keep your mind ticking over are the strengths uf individual soldiers. 
To see you through the entire game yon have just eight of them, mak- 
ing the best use of their varying talents (such ns speed, strength, 
murk mn unship etc) is critical to success. 

The game features five missions, beginning with the embassy siege 
I of course), then progressing through ii jungle BOB' camp, an under- 
ground bunker, a hijacked ocean liner and finally a missile factory. 
Plans to include two extra missions as reported In previews have, 
sadly, been dropped, hut there’s still ph nty of challenge here. 

Overall, the game plays well and is very addictive. However, for 
Latter Squad veterans used to the game -style there are mu Hi O 
problems, the most obvious of which is the way soldiers’ vision 
operates. Sabre Team's sprites Eire a lot larger than f*atn r Squad* a T 
which makes them nicer to look at hut is much more restrictive of 
how much, of your surroundings can he seen on screen. For example, 
you can enter a long hallway and be able to see only the hsilf of it 
which appears on screen. An erratic danger indicator and a nmp 
i which ousts Action Points to use! I, provide scant compensation - 
especially as you can only shoot at whsil is on screen (regardless of 
the telescopic .sight un your sniper rifle!), 

I urns themselves are another problem. F.arh soldier is all ova led a 
number of Action Points per turn and everything you 
do costs Points. Loading guns, switching weapons, 
picking things and even turning around costs Points. 
This is fine*, but movement is obviously one of the 
most important things to do and IPs poorly worked 
out. If you want, you cun lutmriottsly click on the 
compass and take each footstep individually. This i# 
pain fully Slow though, so usually you adopt the ‘go-to’ 
function which sends you marching to where you 
dick. 

Unfortunately, the game doesn’t give you a read-out on how many 
Action Points this will use before you activate the move, and is 
occasionally erratic in how it moves you anyway. It's obviously a tad 
annoying manoeuvring to get a .ikul on an enemy only to arrive w j ith 
no Action Points left with which to shout them. Other quirk* include 
the fact If one soldier's left near a doorw ay it’s blocked to your other 
troops, soldiers can't kneel (to lake cover or allow other soldiers to 
shunt over their heads at a target) and just four soldiers per 
operation does rather limit the tactical clement. 

These problems by no means ruin what is a very loose, challenging 
game. While not spectacular, the ACA graphics are effective and real- 
iMlie with fantastic attention to detail. Sound effects are similarly 
work mu ci-likc with some realistic gunshots, although there's a lack 
of general background effects like ConntN* f Wder’s birdsong. 

If you haven't played Latter Squad, the style will certainly seem 
original enough and wry addictive. The problem is the prospect of 
Laarr Squad sequel t’FO, which we’re hoping to have in ihis issue. If 
I his very much in ore sophisticated game lives up to the promise of 
the PC original. Sober Tram may end up looking rather like the 
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^Overall, the game plays 
well and is very 
addictive. However, for 
Laser Squad veterans 
used to the game-style, 
there are some 
problems 


A Lut (if el I oi l is 
spmit can simuJjit- 
ing trwp*’ visinn. 
Here enemies 
ma^iuiilly appear 
through 1 lie all 
wulLs :is thi’Vif in 
yuur I ini' Of uight. 
More' h i / sir roly , if 
you [urn ynut 
buck up a pi t" vi- 
pusly seen mail 
hr rlisnpprMi'H 
fl-orn the screen, 
even if only just a 
few feet from 
your man. 


Men... 


1: Strap between control of each 

soldier* 

2: flet ilth 9tutwt of the pi oyer 

you 're controlling 

rf: Access a map screen. Scroti tag 

about coats Action Points and it 

won *t pinpoint people. 

t; Pick up an object at your feet. 

5 : Drop nn abject lit your feet. 

& Afore soldier in one go without 
using compass, 

7: Open or clear floor . 

H: Choose a weapon . 

!f: Prime a grenade, 

tH. I.iuut the gun in your hand. 

11; Throw a primed grenade. 

12: Select a target to shoot. Muhe 


an re it's within range of the 
weapon you 're usi ng r 
111: Spray bullets in specified 
direction. 

I t: End your current turn. 

IS: Click on compass directions 

to move a soldier. 

16: The number of Action Paints 
it would take to move in the 
direction you 're currently facing. 
17: The number of Action Point » 
remaining fat this round. 
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Additional speech 

A gripping mixture 
of tactical depth 
and shout-'em-up style 
intensity. The atmosphere and 
realism are well implemented 
and very compelling. 

The control system 
lias a few niggling 
(|uirks w hich undermine the 
realism considerably. The 
rather slow pace may he off- 
putting to some. 
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Tlit* Huttlvtouffa *erie> pits 
the Hark Queen and her 
indent Iillletf u £i*i nst I'rot T. 
Hird’> HutiLetoadN* The latent 
m i -jijun bt^ins when hutth- 
toad Pimple uik! tht 1 
Princeei; Angelica ill 1 ? kid- 
napped by 1 hf Dai k Queen's 
In lest war machine, the 
fearsome tlargnnt wan. 


he BattletciadK bunch may not mean much to Amiga 
owners, but In the world of Nintendo they’re huge 
tiara with a series of raved over NES and Gameboy 
gamen. That’s no surprise when yon consider the 
people behind them are Rare, formerly known as 

Ultimate: Play The Game when they utterly 
dominated the Spectrum scene. In my 
opinion* even a straight NES 
port would almost be 
welcome because the 
games really are that 
good. 

Ragaorak is the 
second in the 
Battletoada series 
and features our mean 
green team once more 
combating the evil plans 
of the curvaceous Dark 
Queen. It’s a quest which will 
take them over no less than 
twelve exceptionally varied 
levels, complete with a neat 
simultaneous two-player 
option. Levels include n 
j Golden Axe beat-'em-up 
variant* a side-scrolling 
Penefruinr-style blaster,, a 
blisteringly fast race game 
and. much, much more, 

The first level alone is 
packed with innovative 
touches such as the way you 
ram j um p on a « t unn ed dragon, then 


I 

of 


ride It to blast your enemies. Or the end-level guardian which you 
take on from it# perspective a# it aim# lasers at yum One neat 
macabre touch Is how power-up weapon# are made up of the bodies 
of fallen foes - a walker's legs and a bird'* oversized beak serving as a 
club and sword respectively* 

Leaving aside the toot that state-of-the-art SbLt NES graphics aren't 
quite suitable for SSbit CD32, Rattletoodr falls apart on the most fun- 
damental problem any game can suffer^ its control system. Nintendo 
variants of Bailie toad* im uriably use two buttons: one for jump and 
one for punch. Since the CD32 pad has six buttons you wouldn’t have 
thought this a problem* Amazingly, the programmers have decided to 
go with one button and turn the game into a nightmare* For instance, 
on the NES when you're battling the Fiyko Pigs on the first beat-'em- 
uo level* you can manoeuvre Into place whilst making a flurry of 
punches. On the Amiga, If you pre** up to manoeuvre whilst pressing 
fire, you trigger the jump move - sending your toad bounding into the 
air to be bashed on the head by your target. Since Battle toad* is a 
notoriously difficult game, this painfully clumsy system is a disaster 
and most people who gave this a casual go soon walked off in disgust* 
[f you persist you can progress, but the zest of the original is 
diminished to a finicky perfoctioniNm* The tunnel descent play* bet- 
ter, but still lacks something In the feel while a slw>ot-*cm-up level Is 
painfully sluggish. Drab to look at, awkward to control and ridicu- 
lously difficult, Rattle toad* is an astonishingly comprehensive 
failure- Even the music is 
badly sampled! □ SSW 


NICE INTRO 


Shame about the game... 


review 


With a host of groundbreaking CD32 titles in 
the works, Mind scape show another side to 
their innovative ways with this surprise 
release. Actually based on Battletoadu In 
Ragnorak’s World , this appears to be 
pioneering NES to CD32 porting. Only it’s not 
as good as the 8b it original,,. 
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• PUBLISHER: Mindxcupv • PRICE: £29.39 
• DEVELOPER: In-hnuxt* • OUT: .Voir 


Kush - or i* it Y.il/2 - prepares 
to bush a r-> Lo Pig a ith a 
t’llib imidi 1 up chi- legs ul a 

previously smashed Walker 
r rout ure. L lira- violence, n 
f-i’xv apjjdiirnl and Ihi^k of 
variety, lliis j;amf lias it all... 

■ v s • | ■ 1 good graphic - . •-" ii i a >. L 
and ^anifplay* nf c(iui'«, 


mam 




nj^Sisjsi- * K ■ ' "'i - 

*• UrnCli'ACf f ft ; i t ft : i wf 


• ’ * 4^1 - • ii 

i 

- ' 


“Leaving aside the fact that 
state-of-the-art 8 bit NES 
graphics aren’t quite 
suitable for 32bit CD32, 

Bat tic toads falls apart on the 
most fundamental problem 
any game can suffer - the 
control system,,* with just 
one button the game is a 
nightmare*** 




* 




i hi* i* the plan, right? We dixjp you and a 
follow Butt Lctond into Hugo orak canyon 
jam packed with Kintni-/]t|);)n>. Spike 
Balls. Snot hath. Snowmen, Hat Rockets, 
Hammer Fish ami lech no-Dro ids Ho mime 
i' ju>i u few h hut nil wi’if giv Log you is this 
I irritfllinii T-Biyd who says things like “Go 
Bsitt let oads!" between levels, and quite 
possibly the worst control system yet to 
uppear on (. Uil2, t op] 


End id’ level one nnd 
you're in the infra' 
rt-d target ting sights 
u-t otle itu'liji rubo- 
monster, Dmcl^i 1 his 
laser fire then nip in 
kind grab a ■.Ioili> Co 
I hi nw aE hi^ \ it-v, - 
screen. Keep ynvir 
nrnv and it pretty 
easy, Such imagina- 
tive touches could've 
made for a great 
game. 


wmmmi 
t m . : 


PROS: 


FLAYERS 
SKILL LEVEL 
* SAVE GAME 
x C.D32 ENHANCED 
t hi - is quite dramatically 
inferior to uny inker u isiuns... 
The intro in 
reasonably -dirk, 
with some great Rare art v- ork. 
The same Itself is certainly a 
challenge with twelve v aried 
and imaginative level*, 

J lie control system 
is clumsy, the 
graphics S-toit. the shuoi-’em- 
up level limited and every- 
thing contributes lo a huge 
blotch on RatV* reputation. 


GRAPHICS 

min m 


SOUND 
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Many years ago a man dreamed of a game 
inspired by the most spectacular of Greek 
legends* To write this mega -game t System ;Ts 
Mark Calc assembled some of the most 
talented people in the industry. The game 
was Myth, the machine was t he Cti4*» 
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I PLAYER 
SKILL LEVEL 
SAVE GAME 
XCD32EN HANG ED 
j] tT|T^JI One uf the irrn^t 
* imaginative 

pi. il former* ever. Claws ir 
m>'1hc»Lujr> F is rnnwai ked for 
imaginative graphics :md 
lira in-aching puzzles. Varied 
and challenging* 

*r*v y<tl Difficult ;md 
HUkSfl frustrating control 
system no ikes play sluggish, 
You'll need plenty of patience 
and determination tq get (he 
most oul of this unusual 
platformer. 


GRAPHICS 


< JAM KPI*AY 


the original MyfA wasn't a huge game, and to compensate the 
difficulty wm set quite high. The Amiga version 1* no easier , which 
would be fair enough except that the control system is seriously 
flawed. On a one-button joystick using up for jump is bearable* but on 
a six button joypad itfi a nightmare - It's far too easy for a left/right 
punch to slip Into a diagonal causing you to leap* This problem i* 
further emphasised by a surprisingly slow control response - the 
game feels as if it's being played through treacle. The final turn of the 
screw i# the agonising slowness gf the presentation* getting back into 
the game after you've Inst all your Uvea takes far too Long. 

If you've the patience this can certainly be overcome. A500 owners 
way back then certainly coped and without doubt there Is a quite 
magnificent game In here, the depth and variety of its giuneplay often 
very impressive. The persistent and the nostalgic will probably insist 
jfcln is the still the classic it once wnt, however, for anyone who's 
grown accustomed to slick* fast controls this Myth may •Mm more of 
a nightmare t he" the inspirational dmam it once was. Make sure yon 
try before you buy. □ SSW 


**Gameplay varies from 
level to level, whilst the 
puzzles are as imaginative 
as you might expect from a 
composite of some of the 
best stories ever*” 


he original Myth was a legendary game which turned 
ancient mythology into some of the most stunning 
graphics and intricate puzzles there's ever been on an 
Sbit computer. Sales were spectacular and an Amiga 
conversion was inevitable. This hardly pushed the 
Amiga as much as the Cfi4 version bad* but still won 
rave reviews and the unchanged CD32 version is Bt 
least budget priced. 

What sets Myth apart from most platformers as much as when it 
first appeared is the breathtaking ambition. In a world of insipid 
clones, Myth m dramatically different with each of its levels inspired 
by some spectacular Greek legend* Often, in fact, numerous Legends 
are meldodl into a single action-packed level. Gameplay varies from 
level to level, whilst the puzzles are a* imaginative as you might 
expect from a composite of some of the best stories there's ever been. 
At the end of it all there's even a spectacular sbaot-’em-up. 

While there's no CD sound, Myth goes some way to reminding 

people just how good the A500 
sound chip is, Graphics are 
similarly impressive, whilst a few 
spri tes look a little Sbit, for the 
most part the imagination, variety 
and attention to detail outclass 
most AGA games. In short, Myth 
appear* a real treasure* 

Unfortunately, this legend isn't 
without some elements of tragedy. 
All those fantastic graphics meant 







l review 



While last month’s demo had a certain 
charm, I wasn't really looking forward to 
a full scale version* Adventures are too 


PUBLISHER: Core fh>*ign • PRICE: £29.99 
m DEVELOPER: In«hnu*e * OUT: i\inv 




Into The Hall Of Worlds 



often taken as an excuse for unfriendly 
control systems, illogical puzzles and 
minimal graphical variety. 

He inula II 2 is. however, 

very different. After a 

day's non-slop play I 

have to admit, yep. : \ Vft 

I’m addicted. 


Heimdoll ... 


L 
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he biggest surprise with Heimdalt 2 is how quickly 
md smoothly it nil opens up. Of course^ you spend the 
first fifteen minutes fiddling about with the control 
system end getting nowhere, hut after that a brilliant- 
ly judged difficulty level keeps the thrills coming 
thick and fast. While the intro is Spartan to say the 
least* the first clue to the thrills to come is the Hall Of 
Worlds where you begin. The soundtrack opens with some delicate 
strings reminiscent of the start o f Empire Strikes Butch, while galtwie* 
whirl about on the twinkling starflald behind beautifully drawn 
stone doorways, each of which leads to a separate world. Initially, 

■ just one doorway is open but within an hour or so you're soon 
hopping between then* on your epic quest- 

You play a neophyte Norse god, HeimduJl, who has been tasked by 
Odin with recovering the pieces of a powerful amulet Scattered 
across the six world* to ensure it was never misused, Odin now feels 
it's time to reforge the amulet and use it against the evil god Lokl. 
Finding the amulet piece in a world is a quest nil of Its own, with yet 
more sub-quests piled on top or those. 

Helping you on your quest is Urskft, a female god, and you can 
magically swap between her and Heimdall at any dme< They don't 
seem to have much difference in capabilities, but they do give you 
twice as much energy and storage space. The latter is important 
because there are so many items to collecti Besides an imaginative 
array of puzzle items, there's Lots of different protective armour and 
weapons to build up, plus a surprisingly imaginative and sophistics I - 
ed magic system- Throughout the game you can pick up runes (magic 
ingredients) and scrolls (magic recipes)* By assembling the runes in 
the correct order you can cast spells such ft* heal, temporary shield, 
paralyse and flrebolts. Yon can also experiment miring up the runes 
to your own design, but such makeshift spelis can rebound on you! 

On the Amiga Heimdall 2 had ft mixed reception, In part because 
game is so huge there was masses of disk swapping, The GD33 is 
perfectly designed to get around this, disk accessing can be lengthy, 
but whan you're getting such an enormous game you can't complain. 
Another complaint was that the puzzles can be obscure, which 1 
suppose i* personal taste because i found them good fun. There are 
one or two obscure problems, like the invisible button in the kings 
bedroom, but there's always Gremlin^ helpline if you get really stuck* 
My only serious complaint is that it you can only save the gome when 
you complete a world — no mid-level save* are possible* This can be 
frustrating even if the game is sparing in sudden death traps. 

Overall 1 found HeimdcUl £ something of a revelation, thoroughly 
addictive and enthralling. The attractive graphic® impress with their 
stunning variety and are often quite excellent, while the CD sound- 
track is simply majestic. Firmly recommended for anyone with 
adventuresome inclinations, □ SSW 





Worlds ... 


HALL OF THE 


The lieu Lit i Cully 
drawn Hull d|' 
World* i* (he link 
between the 
game's mix worlds. 
If* also where the 
hunk appears 
enabling you to 
wave the game 
when a world i> 
complete. Thi* 
iiiCi-eiluent save 
system i* the 
game's only 
serious flaw. 











ap^Sn 








. » 






- 




_ 


A Drukl spirit links your help in lh<- world nf Her' Kff' V' ii . Your buttle 
to defeat i he trickster yml l.nki is filled with miu^innl ivi- suh-i pitots. 


“The first due to the thrills to 
come is the Hall Of Worlds 
where you begin,., galaxies 
whirl about on the twinkling 
starfield behind beautifully 
drawn stone doorways, each of 
which leads to a separate world. 
Initially, just one doorway is 
open but in an hour or so, 
you're soon bopping between 
them on your epic quest.” 


Luka's evil daughter I* ulkL- (if thr must formiikihlc upponrn ira yrtur 
journey t» confront him. A mo of lava mui rounds the witch iiiul yum 
arrows iirt b vapourised before Lhrj can touch her, 


PROS: 


PLAYER 
SKILL LEVEL 
SAVK CAME 

{ Jill (i the t ' J>‘il£ every world. 

CD32 ENHANCED 
Excellent CD soundtrack. 

A hip, bold adven- 
tun? with six worlds 
crammed with imaginative 
quest-sand pux^Jtts. Control 
syNtem, graphics and sound 
an absolutely excellent. 

| The gipa between 
save points are 
rather large, which can he 
rather frustrating, even if it’s 
more the CPH2’s fault than 
than Core’*. 


UNO 
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QUEST 


lonnaire 


A 


fter h decidedly brief readers’ 
survey in issue one, the powers 
that be have invited us to offer a 
rather more thorough 
questionnaire to find out exactly 
what it is that makes you, the esteemed 
reader, right all the time* Any features you 
don't like, any features you’d Like to see more 
of, any information you think is lucking... it’s 
up to you to put pen to paper and let us kno w 
your opinion. We've had mountains of letters 
and t orn pel it ion entries, and we know how 
many of you are out there, so get your 
thinking hats on and write away... 


<> U 


Name .... 
Add re ss 


ittli# » * 


How old are you 7, 


Are you male or female? □ 

.Are you at school college 
employed or unemployed? 

If e m p 1 o y e d , what is your job? 


* « p m ■ ■ # ■ 


! 4 + 9 § B + + i a I 4 ■#■ 1 a E * + i' f> B « *■ a I fr + I 1 


] 41 if f I 4 4 * V i i V f- » I ■ * * I- -I- < I 


What leisure activities do you get 
involved in? 


Listening to Music 
Cinema Go i n g 
Creating Music 
I h e a (res 
Golf 

Motor Sport 

Eating Out 

Car Mechanics 

U.K. Holidays 

Team Games 

Foreign Holidays 

Just Play Games All Day? 


□ 

□ 

□ 

n 

□ 






i ■ a -e + i a ■ a + a ■ i t a a i p + a- ■ ■ i a a 




Please tick a p p ro p r / a t e 
boxes or a tt s w e r q it e s 1 1 o n s 
i n s p a ces provided, or send 
additional sheets if you 
feel so inclined. Feel free 
to ignore any questions 
y o it d o n't wish to a n s w e r . 

This tv i l l n ot disqualify 
you fro m the r a n d o m prize 
draw. Prize? What prize? 

See over... 


What magazines do you buy regularly and 
how do you rate them? ( Please name 
magazine and rate) 

Magazine Title Gout/ Average Poor 






. « 4 4 * * 4 * * 4 #-**«** i. « H 


□ 

n 


□ 

□ 

□ 


own rent a property (please tick l 
do do not live with my parents 


do do not own my own car 



How many people are there in the 
ho usehoid? 


1 


2 3 


over 5 


How many of these use the CD32? 


What are their ages? (Please list) 


Du you have a CD82 yet? 
Y / N (please circle) 






Which other consoles or computers do you 
currently own? (Please list) 


Do you intend buying an FftlV unit? 

Y / N (please circle) 

Do you intend buying a disk drive./ 
keyboard upgrade for your CD32 if it 
becomes available? 

Y / N (please circle) 

How many games do you buy a month 
(on average)? 

* m * ft ■■ # *■*»■ ■*■*■• ■ -« -t » ■■■ + * ■ ■***■- -i- « « * p « «¥»•>#■■■* * ■ ■ * fc 'fi a « ri ■ ■ * t> a ■ ■ * -t * »■«** 

How much do you envisage spending in the 
next six months on software? 

£ 

m m. + * Aft* ■ -***» -I -fl ¥ V * * If llflf f ■* *■■*»*' 

Which future releases are you most looking 
forward to? (please list) 


# 


# 


liilt««Hktliai»i«RCII!f Pfl4ni*4l Itttlltltiii ■ ■iiiMiimiiiifiiiRtttt 


How many people read your copy of Amiga 
CD32 Hamer? 


# * 


Hi ■ 


# 


What are their ages? (Please list) 




THE MAGAZINE 



If you could change one thing about 
Amiga CD 32 Gamer, what would it be? 


# 


« 


And w hat would the second thing be? 




n 


Would you like dislike or not care L 
about A500 or A I 200 reviews? 


To get an idea of the balance of articles 
you like to see in the magazine please 
judge 


Software Reviews 

Good 

Average 

□ 

Poor 

□ 

Software Previews 

□ 

□ 

□ 

Interviews 


□ 


Play Guides 

□ 

□ 


Competitions 

□ 


□ 

Super Savers 

□ 


□ 

News 

□ 


n 

Cover Discs 

□ 

□ 

□ 

Mail Section 

P 

□ 

□ 

A-Z 

□ 

□ 

□ 

Busters 

□ 

□ 

□ 


What sort of articles would you like to see 
in the magazine (within reason)? 


IliHHHH ******** #»*.*****» ******* 


■ m 


What sort of items would you like to see on 
our cover disks? 


daiillliftlMVfllVIf 




* 



Remember! you don't have to answer all o 
the questions to lit' eligible for the prize 
draw, although doing so provides uh with 
v a I Li a h 1 e feed b a c k a n cl will help us to 
p ro dure the m aga z i n e yo u w a n t t o read . 
The address for returning completed 
surveys (or photocopies) to, is: 

C D 3 2 G a m e r 

R e « tl e r S u r c e y C ft tit / i e t i t ion 
P n r a g o n P ublixh i n g , /i ti r h tt rn II a it s e 
l 2 4 Old Ch r i stv h ur v ft R o a d , 

It 1 1 u r n e mouth. It M 1 l X F 

The (‘losing date for the competition is d l»t August tytf) t 

Oft yen the — — 1 

prize*. There will O 

he five, 12 month | UUBHfa MT ws. 
subscription* 
given to the 
owners of the 
quest ion it a i res 
pulled out of the 
hug. That's not 
bad for 
scribbling a few 
answers, is it? 


MMMitlltr 
At jJlKTI 






SUPER METHANE BROS. 

The Bros are busted in our 


56 CHEATS 

From Lemmings to Zoai. 
we've everything you ever 
I - ... needed to know.,. 

811 BOOT BLOWS 

| Team 17 show us how it's 
L really done,... 

86 BUBBA N STIX 

P They think It's all over.,. 

gg CHUCK ROCK 2 

It is now! 

j. FRONTIER & 

CANNON FODDER 


L * 

JO 


/ 











H!_T THE G AS 

A! (he si art of each 'ovcl you'll he presented wi th your character on screen, but 
ihe platforms are devoid ol nasties who appear a few seconds later, It's possible 
to move around at th^ paint, but ill advised. II It's your first time on a particular 
screen you II have no way of -mowing whore they appear. It, however, you ve 
played a seclion before, you can anticipate their arrival and posilion yaursei - 
accordingly Thrs will allow for speedy completion of previously trodden ground 


SLIDY PUMP ACTION 



To compile a screen all the nasties infesting its platforms must be destroyed A 
swifl puff on your handy gas pump will trap them in a cloud d! vapour, then 
release and press fire again II you’re close enough the hapless creature will be 
sucked inio your gun Releasing fire launches the creature about half a screen 
width, Send the creature hurtling to us doom by firing at a wall or solid block, 
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GONE WITH THE WIND 


Hitting certain parts of the screen Mil! reveal heaps of hidden Iruit to bo 
cc-Uecied If you manage to Finn all the hidden parts you'll be transported to a 
bonus screen. 


If I here's baddies coming from both sides you might not have time to kill one 
without the other getting you Fortunately, while they're trapped in gas they're 
harmless so hit one and leg it, Be careful though as ihoy only stay paralysed for 
a few seconds. 

Certain blocks can be sucked up and relocated to provide sleps to higher 
parts of the screen or open op new sections. 



BGGAS 


Many screens contain hidden switches. There's no way of seeing them, but 
touching one will trigger it Usually they'll open up previously seated rooms. 


■ NOBODY SPARK UP A FAG 


Complete a screen without collecting any extras to gel a different bonus level. 


U WHO’S DROPPED ONE? 


Should player one and two complete a screef with identical points you’ll both be 
transported to the 'food fight' in which you can scrap each other for points and 
bonuses. 


■ GAS BORED 


If (heaven forbid ) at any pomi you find yoursell getting a bit narked with the 
whole Ihrng there's an odd feature built in 1o mess about with Pause ihe game 
and waggle the pad a bit unlit one of the letters in the word 'pause' becomes 
hrghhghled. You can now use LEFT and RIGHT to select a letter and UP and 
DOWN io cycle through the alphabet, Al well and good you may think, but 
what’s the use in that? A quick look *n the manual will reveal a series ot cods 
words at the bottom left of each page Simply substitute PAUSE for any of these 
for a different effect. There's over 100 to choose from, only about thirty of which 
are in the manual, so experiment a bit. Just as an appetiser, try SAU5IES (the 
screen gets covered in sausages i, MAT (see an odd message about moustach- 
es) Or BLUE (turns the screen blue! I! you re not particularly bothered aboul 
retaining your sight try CRAZY — mad rad and very bad tor tho oyes. 
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This is the mini-tips section, aptly titled since 
it features lots of tips in miniature. All pretty 
darn useful, though, allowing you to experience 
parts of games that you thought you'd never 
reach. If you have any mini-tips, send them in 
— the best one wins the game of your choice! 


■ ZOOL- BEAT THOSE 
END O’ LEVEL DUDES 


SWEET WORLD 


You don't actually have to tackle Sweet World's boss if you don't want to, Once 
me limor gels down to 50 go back and hit the first right hand wall you come to 
on the level. This should open up a scores room containing two lives and a time 
bonus. Collect them then go through the ejul and straight on to level (wO, 

Should you choose to fight the boss, stand to the leh of the screen and keep 
firing as rapidly as pass. Leap to avoid his shots when necessary 



MUSIC WORLD 


r 


The daman guitar is vulnerable only when it opens its aye. Get as many shots in 
when it does. While closed all you can do is dodge or shot (he vanous articles il 
fires your way. 


FRUIT WORLD 


Shoot (ha alarm clock to wake the sleeping banana then keep IpM and continue 
to shoot him Should you bo killed you'll return to the start ol lha love! but this is 
no great hardship. Having already got all the good stuff you can just run right; 
while repeatedly pressing fire to set up a quick rematch. Look out for the alarm 
clock alter the banana is dead. 





TOOL WORLD 


As soon as he appears try and get in as many hits as possible on his eyes 
Provided you have plenty of energy to spare rt might even be a good Kfea to 
absorb some hits in order to do as much damage as you can in the short time 
available. Time's short as the drill continually digs away the ground. 


TOY WORLD 


The robot guardian must be hit in the head it you're to defeat him Your only 
worry is when his chest opens and he returns fire. 


FAIR WORLD 


The last great adversary Zool will (ace in his first quest doesn't actually turn out 
to be that great at all Jump onto the first platform and crouch down. Now just 
keep shooting him in the and you'll soon be singing merrily in an I've just 
completed Zoof' sort of way 1 
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■ JAMES POND II: 
ROBOCOD 


Zoo! 2 is big, Big, BIG and hard. Hard, HARD. Check out these happy host 
of hints and you might get a little bit further (but probably not. ahem). 


1 Spin attack into the egg-cup bound eggs dotted around to smash Ihem 
and release loads of extra sweets an’ that. 


Keep a sharp look out for the stripey poles and hit 'em when you find 
'em. They're restart points for when you die. 


Don't assume that a wall means no go. Shoot them to reveal many hid- 
den passages. Look for clues in the graphics, le a slight pattern change, if 
you’re having difficulty. 


On the bonus levels it's sometimes wise to sacrifice the ball enabling 
you to reach better bonuses. Extra lives and more are for the taking if 
you’re willing to pay the price. 


5 How about a natty way to get more height ott a jump? Just look for a 
vertical, icy wall and Jump up — you should slide on the ice slightly further 
than you would normally 


Defeating the guardians depends a lot on working out an individual 
technique for each one. Generally though, it's a good idea to keep jumping 
and firing af the same time. 


When a level ends and the coins appear, jump Into them and keeping 
going back and forth to maximise your points haul. 


Keep one eye on the timer as the further you gel the tlghler the limits 
become. Pi's better lo finish a level without getting every single bonus than 
to lose a life. 



One of the first CD32 games any 
of us had the chance lo play will 
seem a whole lot less hassle- 
some if you follow these simple 
words of wisdom. For loads o’ 
money and access to all game 
levels just go to the map screen, 
and click on FUJ ALE, 
CH0N5KEE and then DEENA in 
order. If you've done it rig hi the 
pointer will change allowing you 
to play any level you wish. And, 
just for good measure, there'll 
be a whacking 599 credits avail- 
able interest free! 


Vou might remember the cheat printed last month (collect lap, apple, 
globe (Earth}, hammer and cake — Initials spell CHEAT backwards). Well it 
does Something else which we didn't tell you about. Not only are you also 
invincible for ten minutes but all the caslle doors are opened up to boot. 


■ ALFRED CHICKEN 


Affie's levels can be a bit large and 
laborious to wander around, especial- 
ly If you've played them before so 
you'll be pleased to hear that there's a 
highly handy warp screen concealed 
on level one. Unfortunately finding It 
is a bit complicated so take a deep 
breath and listen carefully.,, done 
lhal? Right, now read these tips: 

Find the telephone on level one then 
jump up and and down against the 
right hand wall while holding righl on the pad until you enter a secret pas- 
sage. Having done that work your way up to the top left of the level and hit 
the highest, leftmost block — a passageway should reveal itself. Arc you 
with me so far? Okay then. Now work back across to the right and shoot 
the wall at the top. At this point a block will (should) appear. Leap onto the 
new block and then jump again. No you should be able to walk across the 
top of the level, though you won't be able to see AFfie. Use the springs to 
get Lo the top of the play area ignoring the collectables as you don't have 
much time then enter tbs tunnel and wow mungo — warp screen! Got alt 
that? Phew! 



This super looking but blindingly dif- 
ficult blast erama is without doubt one 
of those games that takes language 
to Its basest level. So frustrating in 
fact, you might be forgiven for wish- 
ing there were a handy cheat mode 
that could be activated by pressing 
the buttons In a special sequence. 
Well, guess what. That’s right — there 
is! it goes something like this. 

First up select ARCADE mode and 
turn off sound FX on the option holding down the blue button. UP, DOWN, 
FF, RW, VELLOW, LEFT, RIGHT, PLAY. 

When you ve done all lhal go back to the option screen anu turn FX 
back on. As if by a magic a new option should appear called CONFIGURA- 
TION, Select tor a menu of possible cheats. 
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LEMMINGS CODES 


Good news from the Psy gnosis front — all codes for CD32 Lemmings are 
identical to the original Amiga version. Unless you're Yun Sung No-Life 
Chong however, the chances are you probably haven't memorised ’em for 
a doss so here's a selection to get you going. 


LEVEL 

CODES 


5 

10 

IS 

20 

25 

30 

LDLCAJNFCK 

IKHMDLCKCT 

LCAGLMDPCY 

JLfLCKNEDW 

CCJJMFLJDG 

FLCOKLMODU 

■ TRICKY 

s 

GHNLIBADEP 

10 

CMNLLEMIEP 

15 

MDMCGJMNEL 

20 

UJLGMCCFS 

25 

MCGNW1LFMFL 

30 

HMGMCMOHFU 

(■TAXING 

5 

GEKKNMJBGJ 

10 

ENGUNLGGO 

15 

QJMELGALGK 

20 

GKNNOLHQGS 

25 

LFNNGCJNFHJ 

30 4 

UHMFMFKHG 

■ MAYHEM 

• 

HFANLMFPHN 

10 

HLOIFINEfV 

15 

FAJHMDLHP 

20 

D1FULMOIG 

25 

NHLFIFADJP 

30 

FINLLF1IJO 
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MICROSTORE 

FOR FRIENDLY ADVICE CALL US NOW! 
Established for over 13 years 



C032 

3? Bil Cam pul hi. CD Quality Stereo Soond 
E« Minion Colour Alette CD-ROM Drive 
PUr* CO * G Dirt* & Standard Mu tic CD's 
Canneds so Standard TV 
12 Months On-Silc Warm nly 
(liiuonai Full Mol i n n Video l’f MV| Curl 



£199.99 


RydcT Cup €2 7,99 

Frorkti«r £ 26,99 

Microcosm £39,99 

DKpnsal>l^ 1 !cro £26.99 

Humans £27,99 

Lotus Trilogy £24.99 

Njicjrd manniHI £26,99 

Seok & I>t-slroy £22,99 

b+rnsibk- Soccer £ 22,99 

I iborut ion £31.99 

C&stles 2 £26.99 

Dfspcow £26,99 

Chuck Rock 2 £26.99 

Chaos Engine £26.99 

■J ■ i ■ 1 1 f s Pond 2 £26.99 

Brutal Football £26.99 

Pirate Gold £26.99 



6®sir n i» 


CD32. PSU. Conlrol Rad. Sler#* 
TV Connection Leads. 32 BM 
6 Games: Oncai. Wing Commander 
Dangerous Street a. Diggers 
Microcosm. The Chaos Engine 



I El , - 0792 407900 ■ 

33-36 SINGLETON STREET - SWANSEA - SAi 3QN 

TREE Fuii>ijr InT Snftwan in fh* UK 
i include VAT 




CD T for at! dnve* at low prices! Send 
two stamps, tor the CD price Hat 
Including CD overview bookie t 



CD's 4 Accessories (or 
C D3 2.' A 57 D/G D T V 


CD 32 SOFTWARE 
Liberation '^pertX t 1 Oi> v i 

Santrble Soccer 97V9J pqixA - N 9 95 
Arabian Alights very ru i- platform f, [ 2 95 
Labyrinth Of TUlt* 1 1* >■> rcvw\rn' ' ?0 95 
Deep Core Tur -Min styft • vwit ip . I '.‘‘j 
W hales Voyage pttftf crASng £22,95 
J, earner European football f . ' 2 95 

James Fond ■ is ffobocod £2795 

Troffa i? enhanced 1 Level ..... £22.95 

Mean Arenas: wk ket 3 g, - Tie! . £22.95 
MUcrocomi nuly artu/irVj gome . .. . £35 95 
Pandoras I) fTutontxStf darns M95 

Demo II 100 games lOOQ's fifes UH.95 

Weird Science Multi media Tuolhrl [ U.l 95 


Alfred Chkiken rcod fur own • £ 1 9.95 

Nigel Mansell World <Tfuimp.L22.95 
New Thati Games ! CO game* LI 5-95 
New Thati Games ll 100 more .£ 1 5 95 
Wow Thau Games HI . irod v • a 00! £15 95 

CD 32 ACCESSORIES 

Molm' mats tmrn tf'vCK value at £ 2 95 
Moua? rivrb.. 1 1 mm ifw L luxury at i j 45 
Mouse House, fits any v/u mouse iJ 45 
Mouse. imuMwilches. quality H 695 
Twtn ext I&kI, saves port wear . . £.4. 95 

CD r,ick hofch up ID 70 CDs O 95 

CD pOtaher L scratch resnew' 1 £4.95 
CD cases reports brcKen ones . . . £0,95 


■ Send Chequc/FQ to. REDLAW RESOURCES. 74 Durban Hoad.. 

Palchway. Bristol BS12&HQ Tel. (0272) 760600 to'LbK* 






Cams CD Disimmi&i i 


C E CemnlOdare 


^tOTU 

INT E n AG 


AMIGA CD32 


TM 

untnunvE 


ALL AVAILABLE TITLES IN STOCK 


70+ CDTV TITLES COMPATIBLE WITH CD32 

60+ C032 TITLES / VIDEO CD TITLES 


CD32 SPECIAL OFFERS 


OVERKILULUNAR C £14.99 
ALFRED CHICKEN £14.99 
7 GATES OF JAMBA LA £17.99 
ARABIAN NIGHTS £9.99 
DONK SAMURAI DUCK £19.99 


MEAN ARENAS £14.99 
PINBALL FAN £19.99 
PREY ALIEN ENC £17.99 
CHUCK ROCK £9.99 
MORPH £14.99 


SABRE TEAM £19,99 SUMMER OLYMPIX £14.99 


ULTIMATE BODYBLOWS £24.99 BEAVERS £17.99 


BRUTAL FOOTBALL £19.99 CASTLES II £17.99 

CHAMBERS OF SHAOLIN £17.99 DANGEROUS ST £17.99 
FURY OF FURRIES £19.99 INT KARATE + £9.99 

LEMMINGS £9.99 NICK FALDO'S GOLF £19.99 

PREMIERE £9.99 PROJECT X/F17 CHALL £17.99 

SEEK & DESTROY £14.99 TOTAL CARNAGE £17.99 


CAPRI CD DISTRIBUTION 
DEPT GA1, 9 DEAN STREET, 
MARLOW, BUCKS. SL7 3AA 
TEL/FAX 0628 - 891022 

CS I KAEia ii fcMalS* ViaiCOMS 



READ THIS BEFORE YOU 
A NEW CD32 GAME 


SAVE UP TO 1/2 RRP ON A N 
WHEN V0U TRADE IN AN OLD C032 GAME 

LARGEST POSSILBLE CHOICE, EVERY CD32 GAME AVAILABLE 
FOR THE BEST DEALS ON THE CD32 PHONE 


081 


660-4603 


5 All Trade m Games must bebONCd and in 
good working older. For then safety snnd games m\ 
padded packaging and by recorded delivery 
GAMfS SENT WHEN PAYMENT GUARS > 


ORDER FORM 

PQ*T TOTECHHODftEAMS, PO BOH & 74 , PUftLEY, SURREY. CR 8 5 V 7 
Kamo ........... 


Signature of Guardian , . , 

Address 


Post Code Tel 

Ga me Choice .... 

Game Enclosed ,, 

Amount Enclosed , 

Ctveques/PQ’i made payable tc TechnoOreams 


if 


L. 4««F4ap 

mam to 


Pi I AUL UEimON tWlCLA CD SO WHEN -RE f^PONRiKrO TO ANY ADVERTISE MEN' 









To help you become a winner on the CD32 s leading 
beab'em-up, Ultimate Body Blows, here's a few tempestuous 
tips and fighting hints, courtesy of none other than Craig Jones, 
Team 17 s leading play tester. The only question you'll be left 

. . - i _ . * l. 1-vlrv 

asktn 


ffsix OF THE ULTIMATE FIG HTERS TO USE.. 













# v, 

" ' a. ■ 


~~ J\ I have put these two 
y together because they 
fcX i have very similar moves 
and so employ the 
Y same techniques when 
j __ fighting These two 
7 .1^1 characters* main advan- 
* lages are their speed 

JJjtn aod long range attacks, 
7®* -I the most powerful of 


which is the Roundhouse Kick. A well timed 
Roundhouse (U. D, A +R) can catch your oppo- 
nent unaware and seriously damage Ins energy. 
Another useful Oul rarely used attack is the Mid- 
Air Fireball i.A*R while in the aid. TNs can block 
an opponent’s fireball, leaving him helpless 
before an attack or it cart temporarily stun him 
leaving him open to suosequent hits. 

Alternatively try the 4- Hit Combo Jump toward 
your opponent and throw a Mid-Air Fireball I.A+R 
in the air), a slid ng kick on landing \B D I + 
hold R), a Straight’ Kick i.T+R) and then an 
Uppercut (U, D, T+R}. 

Try lo msei all aerial attacks w«th an Uppercut as 
this tends To stop most of them and it looks 
spectacular, too F Hstk tf you’re gonna whack 
someone, do il with style! 


Here, in my opinion, are the 
top six characters to select 
with their best moves 
broken down into 
abbreviations according to 
the table below. Remember, 
the best way to become a 
better fighter is to learn 
some simple but effective 
combinations of moves... 

u s Up. 

B - Bottom (down). 

D =t Diagonally. 

T - Toward opponent 
A = Away from opponent, 

# R - Red button (performs most normal 
moves). 

G = Green button (usually straight 
punches or kicks), 

V = Yellow button (Special move). 

B = Blue button (Block). 



■ JUNIOR 


“ — y~ ’ This guy has go! 

some pretty nifty 
moves and is no 
slouch One 
snazzy trick 
Junior knows is 
rm*. _ ^ ^ the Blitz Punch. 

'fV (U.O.A+R) As 

fjg' *** wallas 

S M&i. inflicting serious 

damage, il also 
j stuns your oppo- 
♦ |T rent so i\u can 
follow up with 

f *t i what effectively 

a free hat (Iry the 
Uppercut - U, D, 

■ R :ind H i- 1 1 j 

Roundhouse-Kick (U+R). This is also aAilablc 
in mid-air by simply pressing the Yellow button. 
Another good move is the 3--Hit Combo Jump 
toward your opponent with a Flying Kick and 
then follow up with a Low Punch as you land 
[B. D. T+R). Then execute a Roundhouse 

(T+R), / 

And once again, meet aanal attacks with an 

Uppercut, too, 
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■ MIKE 


Okay, 50 he looks 
like he should be 
working for Bradford 
& Bing ley bul Ihis 
tough guy can join 
my team anytime, 
And if you've ever 
been on the 
receding end oF a 
Whirlwind Punch 
(U, D, T+R), you’ll 

know exaclty what I mean 
Mike looks nke a complicated character with his 
Whirlwind Special fhoW V), Whirlwind Kick 
|U. D, A+R) and Whirlwind Punch (U, D, T+R) 
bui, when you get used to h m, it's a breeze, 
Especially worth mastering is Ins 4- Hit Combo 
Jump toward youropponenl with a Flying Kick 
(press R in the air), execute a sliding kick on 
landing (B. D, T+R), suaighl kick (T + R) and 
then a Whirlwind Punch (U, D, T+R), 

As for aerial attacks unfortunately Mike does 
not have an Uppercut Punch. The boss option 
is to either caleh your Hying foe with a 
W'Hrlwmd Kick as they're coming down or with 
a Whirlwind Special as they land. II you fail in 
this, block by pressing the Blue bultonf 


■ KAI-TI 



Kai-ti's strongesl attack is the Triple Hit Kick 
[U, D. A+R) which, tike Junior temporarily stuns 
your opponent. Kai-ti is also very quick, allowing 
her to bounce out of trouble when pressured 
into a corner, 

Her besl attack is a 4-Hit Combo: Jump toward 
your Opponent with a Flying Kick (Iha Red but- 
ton while airborne) and follow it wilh a low 
punch (B, D. T+R), a Low Kick (B D. A+R) and 
then perform a Drop Leg Kick (8, D, A+G) which 
consists of tying on your back and Ihrusling your 
logs into the air (steady 1 ) This rs extremely 
effective in defending yourself, loo. 

The best strategy against aerial atiack is the 
aforementioned Drop Leg Kick p, D, A+G), 



■ KOSSACK 



He's noi exactly the fastest fighter out of the lot 
bul he's well 'ard! Although he's slaw, strength 
is definitely on h«s side - his Flying Kick, for 
example, has a long reach and inflicts more 
damage than any other character's similar 
move. Also, try using his Earlhquake Punch as 
this works weil from a distance, meaning you 
don't have lo risk close combat. 

The 4 hit Combo Use a Flying Kick and then 
a Sliding Kick on landing (BDT+R), a Straight 
leg Kick [A+Ri and then an Earthquoko Punch 
1.U, D, A+R). 

The only real way to fend off aerial attacks is by 
using the Sliding Elbow (T+G) but this is diFfP 
cult to time and so the other options are to 
either run or block* 


■ WARRA 


Thrs one's a worthy 
addition to any fight- 
ing team: he has a 
good variety of 
moves, some strong 
attacks and is fast 
enough to get you in 
and out of trouble. 
His Special Move is 
excellent where you 
can freeze your 
opponent, then 
lunge in with solid 
kicks and punches. 
But. as a cautionary 
note, use this move 
wisely as you can only freeze an opponent who 
is on the ground. 

Warra 'a 4- Hit Cqmbo 3 as you d expect: Start 
with a Flying Kick as this gives you an extra hit, 
you see! Continue with a Sliding Kick. (B. D. 
T+R), a knee to the gut < A+R) arid the infa- 
mous Spinning Kick (U. D. A~R) that should 
knock your opponent senseless. 

Warra 's Spinning Kick is also very useful when 
fending oil aerial attacks 




IN ADDITION. 


The reason I have 
rarely mentioned (he 
Special Moves is 
because this is (he 
route to bad games- 
playing. I'm not sug- 
gesting you shouldn't 
use them but they 
certainly tan 'I be 
relied upon: (ho 
design of Ultimate 
Body BbwS fealures 
a Time Bar for the 
Special Moves where 
[he more you use 
them, the longer it 
takes lo perform (he 
next. And so rr you 
keep atlacking with 
your Special, you'd 
find that jusl when 
you really need to 
use it. ii takes loo 
damn long and you 
end up losing (he 
round. 


11 ATI 


Anr tmi u 


i ur 






taL°t P e P a E £S 

3. Junior 

4. Nik 

5. Mike 

6. Kossack 

14-Yltu i 

15. Phantom 

16. Inferno 

1 7. Tekno 

Finally, this is my 

T. Kai-ti 

1 8. Dino 

persona/ ranfrrngs H$t of 

8. Warra 

1 9. Maria 

who to choose when 

9. Ninja 

20. AzOna 

playing m Tag-Team 

10. Puppet 

21 x Lazomd / 

mode: 

1 1 . Dug 

(SDT+R). 

1 „ Met x 

1 2. Loray 

Then execute a round 

2 „ Danny 

1 3. Dragon 

house fT+flj. 
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IT WILL TUM YOU R BLOO 


SHOCKING! 


montEIR-Q’SCOPE 


DAMIAN BUTT 

Od 

THE ED 
FROM 
HELL 


ANDY MCDERMOTT 

ad 

THE BEAST 
WITH A 
MILLION 


KEITH PULL IN S RYAN BUTT 

Od 

THE WRITERS 
FROM 

DIMENSION Y 


The August issue of Super Gamer 
features the UK exclusive on 
Nintendo’s amazing Super Game 
Goy, a converter that allows you 
to play Game Boy cartridges on 
a Super NES - in colour! We 
also have a massive feature on 
Sony’s new Super FX title 
Vortex, look behind the scenes 
at Rise of the Robots and 
preview Maximum Carnage, 
Super Bomberman 2, Donkey 
Kong 94 and Super Street 
Fighter W. All this pins the 
latest reviews, the biggest 
competitions, the most 
complete Nintendo A-Z of tips 
and cheats in the wrrfd AND the 
Big Ron From East End ers Fan 
Club - no other Nintendo 
magazine otters more! 




After last months general overview you 
should by now have got up and flying in David 
Brabham s epic space sim/trading game/ 
RPG/ad venture/shoot — em-up/almost any 
other category you care to mention game. 

Well here’s a more in depth guide to strategy 
and the wisdom of the spaceways. May the 
oss be with you. 







■ STAYING ALIVE... 


The key to long lerm success and a lasting life in Frontier is to build up 
gradually and not be loo greedy too early When checking the mission bulletin 
beard be sure lo weigh up the pros and cons of what's on offer before taking 
anything on. Upgrade your craft and buy better weapons before tackling 
tougher jobs. 

Warning signs lo bo or the look out lor are single passengers offering 
waekmg loads of do§h It’s almost certain they're or dodgy business and will 
land you in hot water. Groups of passengers arts a better bet as they're more 
than likely simply oh on their hols or going to see friends. One person to partic- 
ularly avoid (unless you really lee I up to it) is a woman by the name of Alison 
Edwardson. Don 'i be tempted by her generous monetary offers — she's work- 
ing under cover to bring down the Mafia so helping her out will not please the 
crime lords. Even if you complete the assignment in one piece you'll have 
every bounty hunter and assassin in the area after for some Hue to come 
As a general rule ol thumb the more cash being offered I he dodgier the job, 
ChOOSe wisaly. 
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■ FURTHER AFIELD 


■ RAKING IT IN... 


To ratk up money with minimal fuss do a few hauls between Sol and Barnard's 
star. When travelling to Sol with computers land at Pans for the best prices 
whereas robots are more sought after In London Shop around tor other quick 
money spinners For a tittle extra on the side keep checking the bulletin board 
lor any passengers heading your way. The FofmhauH system is pretty much on 
the way as well. More big money for little risk is up for grabs ferrying luxury 
items to Ihe planets Discovery and Delta Pavinons, They're rare in these areas 
and fetch good prices. 

Another nice little earner lo boar in mind is the transportation of water to 
Frontier worlds. These aren’t worth ths bother until you've got a ship big 
enough to make the load worthwhile so ignore them at first. Tho most important 
toing on 3 water run rs to carry plenty ef fuel or you might jusl get marrooned. 


Jft i uu 




ii* 


Star systems oul in the far reaches of the galaxy aren't really worth bothering 
with apart from water runs. Mot only does it use up loads of fuel gelling there, 
taking you right out of the trading center, hut many of Ihese distani sometimes 
backward backwaters are rife with religious sects and various other unfriendly 
types. You may like lo use the instability ol Inese systems lo your benefit, how- 
ever Far those willing to taka Ihe risk there's a lair bit ol money lo be made in 
the lucrative it highly dangerous gun end drug running line. 



DANGEROUS 

ITEMS 


As in real tile, Ihe more iffy the cargo you carry Ihe more unwanted 
company you wilt attract The most likely loads lo cause you grief 
are guns and narcotics, especially In anarchic systems, its suicidal 
lo try until you have 0 good ship and plenty of powerful weapons. 
Also carrying large amounts of booze (over two tons) tentfs lo 
attract pirates out tor bit ot a binge. Again, make sure you're 
equipped for ihe troubles ahead. 

So there you have it. Switch on the engines, 
charge up that plasma beam and, um... hsppy 
trading! 
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VMDRffl 321 
X BEAT 

TOT ENGD'IE «4 1 
PC TASK 
EATJPjOffUE 3 

MENU MATTER 3 
A t SPELL v2.0t 
AMUaAMSF PHD 2 vl.B 
D DQPT 3 1 
DDTV FLAYER V 
EJJWURC PHD w40 
OCTAMEP PRO v2.D 
THE DESI5NER 
HAVE 5AMF]£S 
(ill AROINT #LB 3 
CJOTTC MUSIC JUFPER 
HEKU HAKERinTLS 
m i3 
HACK DISK 
crytth: utils 17 

10 FO CHHERS 
NEMESIS COPIERS 
MANDLE PLOT u2 4 

oujmchea DISK 

ASI CBUNCMEflS & CDP1EH5 
INVOICE FfllNTER 
DATABASE WIZARD 
LEKMINfS 2 KD INST. 


NOTE FENGEHS \2\ 

RETINA EURO ONE 
VIRTUAL UIIEAMS 
U CUM] LESS VOID 
RAJT MASKING 3 5 Mag 
TECHNOLOGIC HEATH 
SNOW IQKE ANIM |2 Meg: 
KffHENS DESERT DREAMS .tl 


21 TAVISTOCK RE] AD LAUNCESTON CORNWALL PL15 SHF 
TEL OSSG 775104 -tnT tins 

Buy 10 II I las or more ehaoEW S FREE 1 
Buy 25 tillfin nr mum chaosa 5 FREE I 
[Run many other LibraHau eari offer this?] 

TrE LEMMINGS SHOW : ] S Mqi £1 cr AMOaE T 
FAOTLK3HT DEMD >!£! 

5PAQHJALLS SQ.TA 
ALVIN AEROSOL ANIM 
TECHNO 4*£#l» 

DUNCAN DUNS BFJ,TIE 2 Mnf 
LETHAL DUT 
CE5ER7 DH£AMS jZ; 


□ 



ELAU5THDPK0BW 
MONOXIDE 
JESUS DN ES .2: 

KDW RIOT 

HYSTERIA 

riTFNAimC KWMER 
LEMMON HHOOVY DEMO 
WORLD OF COMMODORE 
CHRONICAL 
MELON 






MICROBES 

ME. MEN OLYMPICS 2| 
SKJpMAFiKS 
LEMMN0QIOS £ 
TRACXQfl seam 
YAICY 
SQLATADI 
STAREASE ES |2l 
AIRPORT 
DOME iAEKY 
NEIGHBOURS '■£ 

[TQhTTNG WARRIORS 
REP DfWARFTHEVIAOUlZ 
IfjEMAHS HEVEWGE 
ROAR TO HELL 
SFAjffi INVASION 
EXIT 13 

FATAL MISSION Z 
MEXICAN MASSACRE 


BLAMBALL 
USA 34 
ALIEN BASH 
FHUIT SALAD 
IffTH HOLE GOLF |3| 

GAME BOV TFTHJS 
OTTHilL IN SPACE 
XENON fll 

|l __ 

MDTDRDLA INVAilERE 
KLONDIKE i3 ABA 
U -HESS -4 -Meg*. 

ACTION fiERUW TV 
WB3THENDS 
FIT CH1X 12. AGA 
BABES ;fi> AfiA " 

MAD rtS5HTQI& AIjA 
POSAD ALL AGA 
r-lANEA SLIDES AGA i4i 
KOI PLANET GROOVE AGA 



■fi 




Tfas ss fust a ration at £mr 
400&* NffaF which uriiudE .. 
Uisls Ganiws, Muiic, Music Eds 
BbI 7 \D 5 .AjTLTIF 5 ‘i'iiLr", GFX, 
Education Innn* Chxatu Dip 
Ait Fonts.. The lot 1 ' 

Abo ASi 1-IS7 LSD 1 14% 
Fish I 950 NZ AflUD..ei - 





All ehflquai^P.O- * payubla In 


!f yon don ! use rvftat jawr won# 
cal! iis and nr wifi yet it at no 
extra east For Cat itaik anad 50p 
ar 2 first class ptotirfci or tree 
wit . A ymr first order 
Lnn Williams 


♦Port Exchange Welcome on Sega & 

Nintendo Hardware and Software. 

* Also in stock American SNES Hardware and Software. 
*Wc Also Stack Phillips CDi, Jaguar 3DO, and Amiga PD. 

Tel: 031 - 553 3215 

Open 7 days - IQam-6;0QpT) - Sun; 1 1:30am -4:30pm 
9 Albert Place, Leith Walk, Edinburgh, EH? SHN 


^ GAME 
^ MASTERS 



Amiga CD J2 Specialists 



t-l HP I P Yill H l.AMI I'l *V WITH 

ADRENALIN 


Gol t SEGA NINTENDO ATARI JAGUAR. 3D0 
AMIGA. AMIGA mi., MAC PC, 

ID ROM ero PHILIPS CGi 


G««l, wfflutf Vfl all for rfum oil. otiKsofin loo' 
Hnrtn F gd ana? Wtf lm)l no furlba 

yj'a ql. i »u W&A AMIGA AM r,A ■ n li', ITiUU IMHIAP 
uni PHIU?* ttM HJLBDWIHI 
u< ■ (ALL ll yui kvnslO SW pm M «( 
rail PUKI lilTM so Ui u^ilrti, 

L.ndk (flillj M1L«! 
m WHtFi n: 

ADRiNAUN ^OflWUL ™ ^OI 31 
RUMtE.IV E.IEDS LI27 Oil. 

lUtbg .tli* rnuhiMl ij fov hm. ItfUMi 
W< nmw and ii.-ii-ublv p™d. 

(kqmi Af Pakliil sriUf ■ ody. PIhm d(A. f duyi iloor- 
■n b*a in.qrcv M iltrev wni by i‘M*rdt4 ihlKCff 
Pot 1*94 li r LID #*r urdtr lur igttwmw 
□td bqrdwsN if yn Ik 
Mnfi-Frl Ipm-SpPY *^nl Vurhi iHlon 
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CD32's and Accessories 


ALFRED CMC KEN 19- OO 

BUS BA N STfX 2f.50 

BUBBLE $ SQUEAK 21. SO 

CANNON FODDER 23.00 

CHAOS ENGINE IB. 50 

CHUCK ROCK 2 21.50 

DANGEROUS STREETS 21. 50 

D/SPOSA Bl E HERO 21. 50 

ELITE// 21.50 

FURY OF THE FURR/ES 21. 50 

HUMANS IS 11 21.50 

JAMES POND 2 21. 50 

JURASSIC PARK 26. OO 

LIBERATION 24.50 

UTIL D1V1L 21.50 

MEAN ARENAS 21. 50 

MICROCOSM 35.00 

NAUGHTY ONES 19. OO 

PREMIERE 12.50 

PREY 21.50 

SECOND SAMURAI 21. 50 

SEEK S DESTROY 19. OO 

SENSIBLE SOCCER 92/93 IS. 50 
SUPER METHANE BROTHERS 21.50 
TOTAL CARNAGE 2350 

TROLLS 21.50 

UL TIMA TE BODY BLOWS 23, OO 

URfVWMH IS. 50 


VIDEO CREA TOR 26.00 

WHALES VOYAGE 21.50 

ALIEN BREED/QWAK 23.25 

BATTLECHESS 21.50 

BATTLETOADS IS. 50 

BRUTAL SPORTS FOOTBALL 21.50 
CHAMBERS OF SHAQUN 19. OO 

D'GENERA TfON 19 00 

DEEP CORE 19 00 

DONK - SPECIAL ED 21. 5 O 

GULP 18,50 

FIRE SICE IS, 50 

FIRE FORCE 21.50 

GENESIS 21.50 

GLOBAL EFFECT 21.50 

GUNSH/P 2000 21. 50 

IMPOSSIBLE MISSION 21. 50 

INTERNATIONAL KARATE + 12.25 
L EGACY OF SORAS1L 19. OO 

LEMMINGS 19.00 

L OTUS TURBO TR/L OGY 20. OO 

NtCK FAL DO GOLF 24 50 

NIGEL MANSELL RACING 21. 50 

OVERKILL/LUNAR C 21 50 

PINBALL FANTASIES 23.50 

SUMMER OL YMPfX 15. 50 

SOCCER K/D 23. OO 

STRIKER 2150 

SURF NINJAS 21.50 

TRIVIAL PURSUIT 21.50 

WINTER SUPER SPORTS 21. 50 

ZQOL ft 21.50 



DYSAN PRECISION BRANDED DISKS 

35-mV tO • £4.75 25 - (1125 50 ■ f 21.00 100 - f 40.-00 
3.5'WWIQ-mQ 25- £2250 50 ■ (42.00 100 -(80.00 


MOUSE MATS 


■mUQtlMinAMI-SmCMATS- 
mClOFW M0RMV 


(3.00 


DUST COVERS -(mSiSIAIiMMO (175 

JOYSTICKS 


ZIPStICKWO 

q/s mm 

SAmMlUSftiPtl 


( 9,00 

(11.50 


DISK STORAGE BOXES 

50 CAP (4.50 tOO CAP (5.50 200 CAP (mm) (9.50 


All CD ROM and Accessory prices include UK P&R Please allow 14 days for delivery. 

Some CD-ROMs may not be released at date of publication. 

Cheques/PO's payblc to UfMC, 5 Arthur Terrace, Penisarwacn, Gwynedd IL5S 3PN , Tel 0374-875540. 


PLEASE MENTION AM Zj4 CD UAMEF WEN flf 5-ClhOINl.i FQ A[V. l FFm5EMfcNl 

























Step Si in into the 
conveyer bell hole again, 
avoid the first two passing 
cases but whip after the 
brown one. Poor old Stix 
gets a rough time, doesn't 
he? He's been shoved up 
more holes than - 


« 

AH a question of timing 
with thesQ pesky robots. 
Walk the tightrope when 
you think you’re in the 
clear, and don't forget to 
hold onto Slix, as he / 
handily helps balance you. 


Stix to jam the eorv 
veyer belt {push him in its 
then jump horn the 
right platform to the left. 
Shuffle across the slatic 
belt to the box, and lever 
this onto the moving belt. 


FINAL CODE: CS4SL9DFQC 


STAGE FIVE 


Hurraht After our extensive tips for this 
excellent platformer last issue, we can 
reveal the solution to the final Spaceport 
level. There's no disputing the fact that 
Bubba gives the old grey cells a run for 
their money, and this level is tough! So 
slap the CD in, grab your pad and join us 
as we tread onwards to the very end of 
this puzzling platformer... 


The great big, huge, enormous, entirely 
and unquestionably large mechanical St lx 
is under the control of the demonic, 
satanic, evil, immoral and corrupt Waldo 
{a rather wussie name). There's plenty of 
futuristic end rather delightfully animated 
aliens and robols all hopping mad and 
speeding at you, so as swift as you like 
seems the best speed option. Get to the 
top right Of the maze and whup that 
wussie. Pronto, 


_ ■■■ 

Chuck Stix and run 
through the transporter. 
Recall Si lx and avoid the 
shots from the two red 
robots. Wallop them with 
the handy Stix to create 
home fashioned stops to 
i he right plalforro- 




— 


press the righl button, 
wobble onto the mechani- 
cal machine thing and tap 
the button on the left. 
Activate the opposite 
laser lo hit the box onto 
the button below 


Put the brown box on lop 
<H (he dangerous one. Get 
to the plailorm where 
ihere are I wo boxes above 
you. Wallop them, but 
make sure you're not 
beneath when ihey fall. 


Use old Slix face to (ever 
the bag onto the conveyer 
belt before it's collected; by 
the baggage collector. The 
bag will topple through the 
hole, and now you can pop 
over and and jump from it. 
Clever, eh? 


CD32 GAMER 


PAGE 66 


AUGUST 1994 








■_» *■ *■ 

— *■% * » ■* V w~* 


''TT •j* 

vV, * V 

— T w . _ _ -y ui -m m "T T -i +■* 

1 T- T » 1 W * • , . L * *V', 










* -J 


V 0 • ■ 


• *.“ . 


w 


* V # 4 * 

.%*■<♦ £*** -- 


» v _ *■ » 


* ■* 




*!■ *1+ 

* T«. 

%* V 
* 1 * » 


*«•*#■* 

*** f « * H* 
* » » » * ■» 

* « ■»-' 


»% * »V*!*. ? .vV*V .' .■ i V% 

■-*. * Jr -■ * * ■ 

* «?-K>J5>vav 

>■ *. ...™ - .¥ ■* * ¥ i.*** 1 . 




** * 


.* 


You've got to do some 
Jumping and ducking to 
avoid getting shot by the 
red robot (bollomf. 

Hit the baggage machine to 
start it up, ihon hop on and 
Jump onto the platform 
(top). 



‘Ml 




CD32 GAMER 


PAGE 6 7 


AUGUST 1994 











Son of Chuck 


Following last month’s playing guide up to 
level five, it only seemed right we provide the 
rest of the solution this issue. Providing you 
found the two extra lives on the earlier levels, 
it shouldn't be too hard to conquer the rest — 
especially with the following tips at hand... 



■ FRUIT MOUNTAIN 

This level differs from others in the! while it's noi too packed with danger, il’s 
predominantly vertically scrolling an-d should you fall, you have to climb back up 
again — obvious, but highly irritating. As soon as you begirt, move right as. 
quickly as you can and shelter Irom the falling rocks underneath a row of blocks 
Wait For thorn to stop and jump on the green hand protruding Irom Ihe nearby- 
waif — this will launch you skyward, Pushing right will leave you on a steady 
platform. Hit the rock towards the house to gam access to a row of platforms 
and, a little further on, shelter from a lelhal rock downpour undernealh □ lew- 
well -placed airborne blocks, 

Further or> there's what appears td be a snoozing tiger. However, he's not as 
docile as he looks — he keeps one eye on your approach and bites Chuck Jr if 
hB jumps on his back to ride him. Jump into the air and hi! downwards directly 



above his back. IT you time it right, Chuck will grab hold of him and gain a tree 
ride across lo an otherwise unreachable platform From here, move righl and 
jump onto the balloon — il'll nse. giving access to the next row of platforms, 

From here the routine's pretty much the same as it's bean unid now, bar the 
acquiring of a goat. Like the pig-lhmg ot the Stoheage Suburbs and the Ostrich 
ol the jungle, this unusually willing beast or burden helps you reach important 
platforms. Alter going as for as you can manage on yom horned friend, you 
should Imd yourself al a bridge wrth :ots of spikes hanging over it. This is where 
you and the goat pari company — the overhanging peril acts as a heigh! restric- 
tor, you see. The bridge is a collapsing one, so peg ft (that's 'run’ to those ot you 
unfamiliar wilh the inarticulate and clumsy nature of Ups language) across, Laler 
on you should find The way through blocked and an insubstantial-looking rope 
swing, Use This to avoid foe drop and waheyl You've finished! 

This level's main nasty is, surpnsingly. a flasher — is this a first appearance in 
a video game by thal particular fetish, we wonder 01 Still, Ihey re riol too offensive 
(unless you're squeamish about big bellies) and only take one hit to despatch, 


Matters complicate for all nappy-wearing club bearers In the Fruit 
Mountain section, as falling platforms begirt to appear. These are an 
old stalwart, used In God knows how many games and consistently 
annoying. Now isn't the time to speculate on their use {although we 
aif know that programmers use ft as an easier way to make their 
platformers more challenging) but, credit to IIS Coders, Chuck 2's 
occasional falling walkways are few end lar between. While it's fairly 
obvious to see which bits are dangerous (L#. a whopping great 
spike underneath, nearby Take That concert, nuclear test j^e etc) 
it's advisable to approach anything not supported by several pixels 
worth of solid rock {or equivalent) with caution. - 
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■ PERILS ON THE PISTE 


’ This one's a right swine and no mistake, ignore the tact il’s a snowy, icy kind 
□ f happening — there's na inertia japery r so run and jump as usual with 
confidence, There's not much in this level that you won’t have encountered 
previously, mostly in. the Fruit Mountain section, There are falling boulders (ii 
rather icy ones) to shelter Irom, flashers (now in a fetching blue soil) to club and 
a tiger to leap with. The two new additions are object-carrying blokes who drop 
their load in your direction (not the best choice of words, but it'll suffice.) which 
needis to be clubbed away, and flasher-producing tents ripe for collapsing, The 
second Penis section is, again, more of the same, but In greater numbers,, if you 
see what we mean There's another goat to use. so do just that. Oh, and watch 
out lor foiling rocks. .. 



The end-ot-seclmn bad guy is a huge sea monster who, despite his size, is a 
doddle to duff. Hit him in the face as many times as you can. but be careful to 
avoid his occasional attempts to punch you. The clumsy description of the win- 
ning technique we ware going to giva you probably wouldn’t help, but here goes 
anyway — when he swipes, move left and right. It’ll make sense when you get 
ihere, believe us... 





■ INSIDE BRICK JAGGE R’S CAR 

■ FACTORY 


A tricky one, this It's very similar to the previous level, but the addition of 
conveyor belts ensures there are more than enough hairy moments. However, 
roughly halfway through tho level (here's a screen not dissimilar - indentical in 
(act — to the one you should (designer wilting) be able to see next to this. Jump 
onto the small platform and it givas you access to a secret corridor containing 
loads of sweets and — imagine your own fanfare — an extra I lie? 

This seel ion's nasties — workmen and the by-now hated pipes — are thick on 
the ground, but shouldn't pose loo much of a problem j( you take things slowly. 


■ RADIOACTIVE SEWERAGE 


Vary probably based on any number of British seaside resorts (yay for 
Greenpeace,., unsolicited propaganda etc) and, not surprisingly, as dangerous 
as it sounds Underneath the platforms and responsible lor a few too many 
Chuck Jr deaths during the assembling of this guide there's a veritable ocean 
of toxic terror, which you, naturally, hadn't better plan to swim in. Other hazards 
include burst pipes spewing forth energy-sapping steam and mutated flying 
fish, coloured blue and easily sunk with a well-aimed swipe of Chuck Jr’s 
club. Occasionally you'll find a burst piece ol piping that continually steams 
blocking thE way. Near this there'll almost certainly be a valve — hit il to clear 
the way lorward. 




■ THE FINAL ENCOUNTER WITH 


■ BRICK JAGGER 


This, the last and quite possibly trickiest level is where Chuck Jr gets to club 
Brick Jaggar into several small pieces, It s fairly obvious where you have to hit 
him, so we won't insult your intelligence by telling you the obvious, but watch out 
for the extending arm — it's a swine. Once you ve finished, congratulations -- 
you've completed Chuck Rock 2. 
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Sensiwarfare comes to the CD32. if war has 
never been so frustrating pay heed to this* 
the troopers bible, for enlightenment and joy 






A 






GENERAL TACTICS 


There's no hard and fast way to complete any of the missions on offer. As long 
as you work towards the set objective you can play the game pretty much as 
you wisn Either go gung-ho. stra-ght for the throat with all guns blazing or soft* 
ly softly calchee monkey — it’s up to you. Still, here’s a few general pointers 
lhal should help no matter what kind of general you are. 

1. When tackling enemy rocket launchers, the secret is to keep movlng. 
The enemy racket will always hit the ground at the point you wore when It 
was fired. Therefore, keep walking forward and firing and you should be 
alright. The only exception to this is on the snow levels. It the no-mans- 
land between you and your quarry is toy your man may stumble- In this 
case, use rockets instead. 

2. Get all buildings as quickly as possible. 

3, Sava better men for tougher assignments. 

4, Conserve grenades and rockets as much as possible. 


5. Kick arse! 



■ TRAPS 

A range of pitfalls and booby traps await the unwary. Most are cunningly con- 
cealed m ilis undergrowth; be especially careful of concealed spikes in the jun- 
gle levels, They're hard to spot uui tread on one and your unfortunate recruit 
will gel six feet qf sharpened bamboo right up the khyber Trip wires are easier 
to see but just as deadly. On levels where you know or suspect to be traps it's 
wise to send a single man ahead to scout the area. Strafe any suspect areas 
with bullets to hopefully trigger hidden devices. 



■ BUILDINGS 

Not all mission briefings instruct you to wipe out buildings but neglect to do so 
at your peril, it's from the seemingly innocent wooden shacks, igloos and vari- 
ous other dwellings that enemy reinforcements emerge. Grenades or rocket 
launchers are required, to destroy buildings but be careful — they onlv count as 
finished once lha door has been blown off. II this doesn t happen hil them again 
until it does 


r 
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CIVILIANS 


During many I ovals you'll come across vari o us nalives and olher innocent 
types milhng about These should bo avoided. You can shoot 'em if you want 
Soul often this leads to their mates coming after you bent on revenge Even so 
ihey'ro only armed with crude weapons, spears and the like, so they won't be 
much of a threat to your highly trained posse. Nevertheless, if in doubt shoot 
lirst and ask questions afterwards. There's nothing worse than striding past a 
little chappie you believe to be a Inend only to have him whip out a Kalashnikov 
from under his loin clolh and blast your boys into a better life. 



SPLITTING THE SQUAD 


There's no mason lo break up the squad during early levels as Itiey're pretty 
straightforward but later on it gives you some uselul exlra options. When 

pinned down, Often by a well 


HOME 3 : 0 AWAY 
uraip; 


dug in rocket launcher, your 
bast bat is ta send a lone man 
oul to deal wilh it. If he Suc- 
ceeds, all wall and good il not 
you've still got men to have 
another go When sending a 
man on such a high risk mis- 
sion however, be sure to give 
all missiles and grenades to 
the remaining team members 
- — if ha’s killed, you'll lose whatever hewas carrying. When a learn is split up, 
the computer lakes aver any men not under ycur control. It won't move them 
but will fire on enemies coming in range. This can be useful to sel up a barrage 
of covering fire allowing men to slip through well-defended lines. 



SPECIAL WEAPONS 


Early levels throw you straight into the action without any extra weapons, so 
keep a look out lor rockets (in barrels) and grenades (in crates) Pockets have 
a vary long range and can bo used lo blow up buildings. Grenades are more 
limited distancewise but it's possible id chuck them over small areas of 
scenery allowing you to take out buildings or enemy troops while remaining 
safely under cover. Be careful with both of these though, especially in confined 
spaces. Hilling a wait nearby can end with the unwitting destruction of your 
entire squad. 



■ PR OMOTIONS 

At the end of each mission surviving troopers will receive promolions, The 
higher a mans rank, ihe more accuracy, range and rapidity of fire he will have, 
Try holing your best men up In a flfife place during early missions then, if you're 
lucky, they'll be highly ranked and much more effective when Ihe going gels 
harder. They'll also go! a belter grave stone when they die — hurray! 



THE CHEAT 


Go lo the save screen and name your file JQQLS for infinale recrurts. 
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SuperSavers 

You might be able to afford a few more. 


U Liberation “ SuperSaver Price £19.99 



More Incredible Savings include 

■ Microcosm R.R.P. £44.99 - SuperSaver price £29.99 
■ Alfred Chicken R.R.P. £24.99 - SuperSaver price £17.50 
M Castles II R.R.P. £29.99 - SuperSaver price £17.50 
K Competition Pro CD32 Joypad R.R.P. £19.99 — SuperSaver price £ 17.50 
9 Mouse Mat & Quickshot 122 Mouse SuperSaver price £ 14.50 


ORDER FORM 


Total amount enclosed 


£ 


■ ■ ■ P ■ 1 ■ d + h li ■ ■ + fi 4 §- 8 + 1 * # § + P +■ + ■■■ ■ 


I would like to order: 


iTEM 

PRICE 





* 







(Please add P&P for games & Cl, 50 for 
accessories. Please allow up to 26 days for 
delivery.) 

Method Of Payment {please circle) 
Cheque * Postal Order * Accesss * Viaa 
Credit Card No 

/ / / 

Expiry date i i 

NAME - 

ADDRESS 


POSTCODE 

TELEPHONE 

SIGNATURE 


SEND THIS FORM TO: 
AMIGA CD32 SUPERSAVERS 
PARAGON PUBLISHING 
FREEPOST (BH12S5) 

BH1 1BR 

Or telephone our Mall Order Hotline on 
0202 299900 
or fax your order on 
0202 299900 


Please make all cheques payable In pounds 
Sterling to Paragon Publishing Limited 
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arrive until 1996, which is when Commodore’* man 
CP33 compatible CD&4 is due. 

A more reasonable way to judge Ct>32 If the 
rojnprlition around now and toward the year end- 
A PC CD-ROM system will give you more power, 
hut expert to pay around £1500 (» ix time* os much 
am a CDWt and getting game* to run can try even 
a programmer * I * * * * & * 1 * patience . The Sega tfegad'D ii 
only marginally mare expensive than C/133, butt it ' i 
just ISbit, am FMV module im impossible and the 
overpriced game* are very /pic and far between A* 
a next generation system, dDO im widely judged to 
be overpriced and underpowered, while Atari'* 
Jaguar Ktiil lack* a CD-ROM unit and software 
aupport - dempite being launched taut year, mix 
month* later there’* mtiU only aim decent game far 
W 

3. Around a thousand per mecand im a reasonable 
estimate. 

4rW6. 


REGRETS, I'VE HAD A FEW. 


Dour Gamxh, 

SORRY, AND THANKS - AGAIN! 

Korry for doubting your commitment to the reed- 
erf- My quibble over the rating? system «u oblit- 
erated when I saw the new system. Some other 
■tH fidiiw make a point of not reviewing a game, 
just tolling tif the plot (which we can read off the 
inlay ourselves >, and then banging a percentage 
<rn the end. « if thU will somehow help ua in OUT 
decision. Aa the first iaaue was f pilot of MBTtt, 1 
had nightmares of AMHIa CI>32 Gamsh going the 
Mune way. However, your review? have remained 
in-depth, accurate and yet still concise, and in 
parts, extremely witty {thanks especially for the 
PftOS and CONS of Ancude Pooip which had me in 
stitches). 1 like the style of the review? and the 
fact that they are aimed at a higher age group, 
hence the lack of Mario references anil gripe? at 
Nintendo owners (very todiona). 

And thanks for the second disc, the Cannon 
Fodder demo la fantastic and Hi definitely be buy- 
ing the full game now. 1 look forward to th* future 
prelusive* which Pve no doubt you'll provide. 

And Anally , thnnlf fur a find clans magazine,, 
something which is entertaining! informative and 
yr.ti.1 .niUI enough to Lu)t until the next issue 
arrives, 

Ob, and keep up the coinpetitldDt- There's been 
aoote really w ort hwhile prizes offered in just the 
tint two issues! 

PAUL LOUGHHKY, Bradford. 

Thanh* for your continued correspondence, Paul, 
and marry for miss* pelting your tumame fft*l 
month, Mistake* abound’ 

Without wishing to appear disrespectful, the 
standard of writing in most Amiga magazine* isn’t 
that high, possibly due to the incredibly tang life 
mpanm many of theme title*, A sense of arrogance 
and apathy appear* to have met in, but always 
the way that the newest dag on the scene ha s to 
bark that much louder to be heard- The review* 
wert a great deal IW* in-depth last month, and 
with the relative quietness on the CDS2 memo* this 
issue, wa ive had time to really go to town on soft- 
i care third time round. TAi* approach ha* become 
nectmtary, really , am so many gomes orritiing have 
had much longer time in dei>cl**pment and act 
beginning tv *how jumi what the CDS2 cun do- 1 him 
exhaustive approach seem* to have gone dawn 
rather u>e/i, os does our pagination increame and 
two monthly frequency. No doubt you 'll all let U* 
know in detail what you think with the aid of the 
qucsniiHtiMure tucked away in thi m month's issue. 
Write aurayl 

Glad you enjoyed the Cannon Fodder detno, 
Sven though I ployed the A13Q0 version to death, f 
found my «ntkiuhini rekindled by the remarkably 
impressive CDJHJ demm, lifkicA was incredibly 
playable. And tv*>* still badgering all our 
fnvuurite software house m for pni«i night and 
day . They've got hearts of gold - if you plead fang 
enough- 


FOUNTAIN OF KNOWLEDGE 


Hear GAMKH, 

I have not yet bought an Amiga CD32, and 1 may 
not. ] have a few rj Liesti-ons to decide if 1 ntwulu 
li la It possible to produce a game in the vpecinl 
■Ham 0' Mode, nr Is it just m dull !1W colours? 

2: Does the CD32 bold any advantage* over other 
mnrhi niw |jjtp Hatum, PS-S+ Jaguar, SIM) etc. 7 
3: Dow many polygons can the CD32 handl e? 

4 ; Dow many colours does jMic rpcosm use-? 

5; Will the take-over at Commodore affect UK 
owners in way way, and will the sew company 
advertise their name an (utiue Anugas? 

0 : Who da you think will take over Commodore 
mid will there be a new Managing IMroctorT 
7; Will there he an AAA chJpoet based console in 
the near future? 

& Ii Mortal Eombot 2 earning DUt on CDS2? 

Thank you, 

KOKHO LEE, Telford. 

PM. I think your maguxine is totally excel! cut 

J suppose it’s a good thing that people like yourself 
arc buying AnrtM CDtf Gamhh even though you 
Haven't even got a CD32 yet- If only everyone would 
buy our magatdne just fat the plea*ur* of reading 
if . No, it seems obvious that with no ban/ 

man coming over the karisan, people arc getting a 
lot mare cautious about spending their money 
unwisely, and for that reason, fit let my Publisher, 
blessed as Ac Is with an uncanny knowledge of the 
entire industry, soothe your troubled mind... 

1. BAM S it essentially limited to static picture 
although game* such a* Labyrf Uth Of Tim* and 
Myat (on the PC) shout this can be perfectly all 
right fur some adventures. HAMS is designed for 
high resolution graphic* work and each screen is 
packed with so much iit/brmotfvn manipulating it 
lit real-time would cause any games system prob- 
lems. All gurnet, including arcade ones, fcoee to 
strike a balance between graphic detail and speed 
of handling- For the moment, 256 eaUmrs im more 
than adequate - PC games are only just reaching 
this ttondard note, after all. 

2, The CDS 2’* advantages over the consoles you 
mentioned aren't eery glamorous, but they are no 
less impart ant far that. The CDA £» awuidWe now, 
there’s plenty of good, cheap software with more on 
th* way and ifll around half the price of th* com- 
petition (except for the Jaguar, which stlU awaits 
the official launch of a CD add-on ), You can also 
get a competitively priced PMV unit and play 
VideoCD movie S and games more cheaply than any 
Other system- In fact, the only other system with an 
FMV unit l* the 16bit CDil 

The Sega Saturn looks goad, but won't be 
launched here until late 1S95 and seems fecknicaJ- 
iy inferior tv the Sony Playstation. The Sony P&-X 
is currently the most hyped system, but wonK hr 
launched in the UK until Xmas 1995, because 
that’s how long it will take to get a good range of 
games ready. With videogames, waiting for the 
best means you 11 never buy anything ~ Nintendo r 
Project Reality Is the hottest system but won't 


5. The Commodore take-over should reassure 
games developers about a continued market for 
their games and increase software support as a 
Miff, 

6. Samsung seems most likely, as for Managing 
Director, who know *7 

7. Commodore will develop a computer jfiril to 
that this can form the basis of a games deoelop- 
ment system far the lour cVSt computer and console 
variants, probably toward the end of next year. 
Remember, developing a good game takes over a 
year so rushing out th * hardware too soon help * 
no-one , 

if. No news as yet- 


HURRA DUBBA COVER DISC! 


Dear Gamer, 

Congrwlulationa cm blue 2 - the cover CD game* 
art bloody brilliant] 1 will definitely be buying 
Cannon Fodder and Banshee when they lira 

The m pokin g system is bettor now with Ihe per 
oentoga sea res, but eoitld you possibly add testa- 
bility to your marking boxee, because a g*m* like 
Microcosm Is etunniog at first, but once the thrill 
of th* graphics wears ofl, it's just a Crap ihoot- 
’cm-up that I won't go back to playing, unless 1 
want to show off the graphics to on* of my matoe. 

Whan Will tha CDS expansion be completed? I 
ask because 1 want to be able to play Sensible 
Soccer and NOT have to change all the Dames of 
my Hangers team every time I play it. 

Is the FMV unit worth £200? I uw a Phillip* 

CDi in Virgin, playing Star Trek VJ and it looked 
:intjixing, although I've read that the quality can 
bo poor when the on-screen action heal* up. Is 
thia true, becanae it doesn’t on the CIH? If 1 buy 
an FMV for my CDS3 will classics Uka Terminator 

1 and t, Boyx Jn The Bood and Aliens be rtl*ased? 
When will FMV games appear? And do** the intro 
for dames Pond B double up slh a hill mr-toon. 

With no flicker ur fur • mess with the video 
adaptor? 

On the demo of Cannon Fodder an last month's 
Hi.k , ] tried to see If I could save my position on 
mission 2, so 1 allowed all my men to be killed, 
then tried to load the saved game and ’t worked, 
even after I had. react the CD3S. However, when 1 
reset my CDflH to check for my Cannon Fodtler 
saved game In the ROM, all my Diggers and D- 
Generatian saved games (plus my 110,000,000 
•core at Fartyland on Pinball Fantasies) had been 
wiped out! 1 was ill! 

Will Cannon Fodder be another game which 
wiU one the floppy disc when, the expansion come* 
ont? Why Oh why didn't they use a password sys- 
tem? 

Thanks for a great mag. I look forward to read- 
ing yinir wisdom-hill answers to my moan? and 
groans. 

JIM BAYNE, Glasgow 

P.B. The tips section is great -keep them coating: 
pj^g, Why is there a commentator on track? I0 r 12 
and 10 of Sensible Soccer when yon play it on a 


normal CD player, yet thi» voice to not included in 
th* ga me? 


Glad you enjoyed the CD r Jim. It certainly wmi to 
have proved papular, and I MHt admit I've played 
Banshee rather a lot myself As to the Cannon 
Fodder demo, uwW* you experienced what n few 
miserable souls how, and ye*, the demo DOES 
wipe- all your RAM in/b aw or- Sorry about that, 
hot, gt the ru ft of appearing unsympathetic, did 
you realty need to wav* the it ante when It Wat only 
a (relatively) irm ill dumof No, that’s no excuse, but 
this CD demo business is new to all of a*, so bear 
1 with ue and apologies to one and all- The lost D- 
tre aeration tpH position must be particularly dis- 
tressing! 

The SX disk drive upgrade for CD3S is always 
due for release next month, bat this time we think 
it might actually appear ami hope to hure S fodS 
review next issue. As for VideaCD monies, there 's 
either no difference or a slight advantage for CDS2 
over Cl Dt Ax for the quality, the imagery is gener- 
ally sharper than VWS. On larger TVs occasional 
glitches called artifacts’ do appear r a certain 
fustiness (Mnr fast movement, hut being a digi- 
tal format improvements in encoding ate constant- 
ly improving the quality. As for the films you name 
appearing, Bollywood support depends Oft hard- 
ware sales justifying it. With several YifteoGlJ-only 
players due far the end of the year prospects are 
ijnprpppijf and well keep you updated on bbii 
aa/toU ncement* . 


STAND OUT FROM THE TRASH 


Dew Gamer, 

I could go on for ugrO about how good your miga- 
ii ue ia, but from the letters page in lime 3, If# 
obvious that if# already been dime. Ho here r * b 
had point. YOUR MAGAZINE HAS NO SPINES 
How will 1 distinguish Amiga CDSi Gaker Prom all 
the trash I have in my bnokcan when 1 finally lay 
wb inane to (temporarily) rfiflT ft may coot a 
squidgy blibby more to produce, hot at £4.Bt* an 
Issue with an army of readers, 1 think we deterve 
Has back-bone to our mag. 

Yoon standing uprightly, 

PAUL PLANT, Gwynedd- 


My publisher retiuhty {and quite violently J 
informed me of the exorbitant cost of giving the 
magUfine spine, but assured me that a deal could 
he worked out based un a pay decrease on my pari, 
T thus hastily come Up with a solution that's 
cheaper all round, Fool. Chuck all the trash litter- 
ing yoUT bookshelf away! Cost to met 0 pence . /ft a 
cut-throat world of publishing, with executive 
decisions like this being model every minute, you 
know. Seriously though, increased manufacturing 
cost* will be debated when our readership has 
been accurately assessed (see questionnaire!). 
We'lfS gone foam quarterly to monthly and from 68 
to M pages guile quickly, so who knows what'* in 
the pipeline. Well, someone does, but HI be the last 
to Aimnp,,. opart from you. 


PC T 


MJil 


PTATION 


Dear CD&2 GAHXR, 

First of all, 1 congratulate you un I rather nice 
ntagaxrna, and Commodore tar a rather nice con* 
sole. 1 have two points which 1 would like to 
mat*. Last munft Mt, I h-»d thfl good fortune te play 
X-Wing 4D nay brother's PC. 1 fell in love with the 
game »*id this convinced die that HNEH'a were 
outdated and generally crap. I was, of course, 
immediately tempted tq obtain a PC until a friend 
introduced me to Amiga and the CT>32. Although 
seme of the games an thi> cvdMle are outstand- 
ing, 1 was diaappoiuted to diieowr that J- Wing 
waa not available tar it. Are there any plans tar 
LiueaaartB to port over the game to CD32T 

Secondly, th* JCD33 to my first introduction 
to Amiga - although I owned a CM many yearn 


— an d bo [ rjn 't wait to get bold of all the 
lovely software already written for conventional 
Amigas, When will the keyboard and disc drive be 
available tar it? Sow mud) will it cost? And will it 
he compatible with AHKVAflOO software or jturt 
A120Q? 

Than k you very much for an excellent mag*- 
sine and 1 hope you find it in yonr hearts to print 
this letter. 

HOWARD PHIUJPS, Jenny. 

Now that Virgin has got the rights to distributing 
LuetuArts games here ther*% a small chance S- 
Wing's sequel, TEE Fighter, might be converted 
Personally I think both fames were rather over- 
hyped - overly difficult and with dated graphics in 
my opinion. For real state-of-the-art Sf blasting 
Inferno is about to set the PC world alight and, in 
early IMG, the CD3B too! 


PIRATES AHOY? 


Dear Gamer, 

When I decided Upon buying the CDS?, one of the 
major features I was looking tar was a more stable 
games market, i.e. a machine that would be 
no pi ratable. Now, Fm not going to moan about 
the price* being just Sfl high (places like ECU do 
well cheap quality pjus), but I am going to moan 
about piracy, 

I was rather disturbed to see companies leav- 
ing Him gums market tar the ASM before, due to 
piracy, and 1 thought that tbe CM2 would have 
an answer to this. However, whilst wpb people 
think that piracy of CD* may develop in the 
future with CD-RAM, it's really already a problem. 

Yea, programmers were perhaps a little naive 
to believe that they could Spool off CD game* 
without one being copied, 'They thought el a CD la 
uncqpiablo, foil-stop and b} no OW will spend 
time filling 600 dUh* with a CD game. With this in 
mind, they've put no protection on CDs ether than 
the plastic box. And here lies the problem. 

CD gomes are not imcopiahle. There is o com- 
puter called the A1 900 (remember that?! which 
con be linked to a CD331 and bey presto- copy, 
copy copy I Waitl ynu say. What about the CD 
soundtracks? Ho what? Pirate* don't care. They're 
gutting whatever they want tar free - so what if 
there's OO musict But wait agai n. What about 
tboee ooo floppy disc*? Well, Mr. Programmer, if 
you'd bothered to produce a game that actually 
foiled tiOO discs, then the pirates might be 
stumped. But #J1 those AGA enhanced CD games 
are little more than A130Q games, that are easy to 
purL Sven the common Silicon Graphics intro can 
he performed DO a basic A1300. Pve seen nearly 
every CD release flying around the classroom on 
horrid (loppy discs. 

This is not really a plea for prelection, it’s a 
plea for decent, worthwhile CD32 games. There 5 * 
the AE3EO thing - use it, for God's askht There's 
SOD megs of CD storage- don't fill it with dhIm# 
soundtracks nr (even worse! nothing. Even 
Liberation Ls just an A13D0 game with a hit of 
sound - 1 was horrtfled to see the same game run- 
ning on an A1200 tor anything with Iomega), 
minus th* Bound xad CD music. The muMstvc lOO 
levels only take up a taw of the Mix floppies it 
eamw on, that's about a hundredth of the CD Stor- 
age space iiaedt fib for, i don't see s market for the 
A13O0 CD drive*: AS 900 owners have aeeese to Ule- 
gal versions of CD gomes that will run an their 
systems without CD drives tar free! 

Let's aut the games that can run OU A190Q» 
sqA demand games that NEED gOOun-gn, AKIRG, 
CD sound, FMV, even., , Let's see some URAL CDS* 
games! 

STEPHEN PASSEY, Kont- 

Tm afraid you’re Jus* not catching the whole pic- 
ture, Stephen, and your rants of ‘I ttUJvt 1 ore not 
based an reality. 1%e reason the CDS* « proving 
such a popular machine is because the games of* 
cheap, and this is mainly because there's a near 


inexhaustible quantity of Amiga games that ran tv 
cheaply ported arer. Whilst I don't doubt that your 
school is populated by CD hacking wonder kid*, 
they would appear to be fundamentally stupid- If 
CDS* garnet are just AJ BOO games with intros and 
soundtracks, and copying require* an AIJW v fack 
cannot take these feature*, what the hell art they 
copying the thing * fart Why area Y they just play- 
ing the A1200 games! Is there a clan of mentally 
retarded A 1*00 users In your school uha are being 
duped by pirates only marginally less stupid than, 
thumtelvest To suggest thtd companies supporting 
the C DM deserve to be ripped off by pirate* 
because they're not foiling BQOmeg* £* equally fool- 
ish. It takes several years for a nett maehiiM? to 
begin fulfilling if* potential -they're aren't any 
SDQ or Jaguar games around that scratch the sur- 
face of those machine* - because programmer* 
need tlsvelopment time to explore what'* possible. 

A decent AlltilO gome takes maybe tuo year* to 
design and produce, for way at tivO meg product. 
New If a CD is 600 meg, and your wonder game 
will take two years per two meg to write, you TJ! 

Iww to mail about £00 yeans. Get the polnif Mot At 
the moment, pi«gnunHMn arc jutt tinkering with 
the machine, adding intros and soundtracks, 
experimenting with new chip* etc., but if the Star, 
ket Stay* buoyant, games will improve a* produc- 
ers see the sense to nurturing the CDiS- 
Cfamplaining about the price of CDSS software is 
ludicrous — it's incredibly cheap compared to the 
games available for technically inferior and out- 
dated machines such as the SN£S and Mega-CD- 
And it'* patently childish to complain that 
Liberation is wroddAb on lower grade machines. 
So whatf It was written specifically for CD3B, and 
its high quality meant that it made sense to down 
part it to other Amigo *, so that fans could experi- 
ence some of the gameplay without having to 
upgrade, The point to, *be CD32 is by forth* supe- 
rior version, and it has made 4 lot of converts. 
Similarly, there is demand for the CD DHN? dtoo 
drive, so that AJtOO turners can keep buying the 
many excellent games available for that machine 
whilst still dipping into the CD3P market when the 
outstanding games start to arrtur, or maybe Jmt to 
buy o great old game like Beneath A Sluel 
icilhvvtl haring to disk swap continually- And, 
maybe, to enjoy the improved graphics and CD 
soundtrack of both music and conversation.-- 
The CD3B has a pretty good head start owr the 
rest of the new generation hardware, MJtih a large 
and fiercely supportive legion of fans aware that 
Amiga games developer* are some of the beet in the 
world. It’S not so bad to hare to sit and play a few, 
tweaked classics whilst waiting for the new leaee, 
to itt Td certainly prefer to play a k* of decent, old 
game* than just hare Cybermocph for my Jag, or 
Crash N Burn for my SOO. With such a head Start 
on the competition, Dll be a great * harm if a few, 
spoilt pirate * pollute the CDSB games market as 
they have with every previous Amiga machine. 


Thai V the lot! Seep your opinions and queries a 
coming (don't forget to fill in your questionnaire - 
five subscriptions are up for grab*!) to ; 

CD39 Gamer Lsttuip, Paragon Publishing, 
Durham House, 124 Old ChriSftebunsh Road, 
Bournemouth. Dorset BH1 INF 
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For ihv full reviews of every D game ever, check out our hack issues. Make your knowledge of software complete 


AABBCC 

ALFRED CHICKEN 
Mind&cape 

Unoriginal and unspectacular, but it doesn't 
matter because playability is top notch with 
big. varied levels testing platforming skills 
to 1 he limit. 

PiusSumu: 71V i (Issue L) 

ALIEN BREED 
Team 17 

An overhead-view blast-'cm-up in the 
(iauittM vein with musses of mazes and 
pnwer-ups. (lUnieplay ultimately rather 
simplistic, hut action is fust and 
atmospheric with a reasonable 
simultaneous two- pi aver mode, l Available in 
Don hie pack with fjoW.’.l 
ProScohe 77* i tl.SSUE t> 

ARABIAN KNIGHTS 
Buzz 

The graphics are less than awesome* hut 
playability i* fine in this nippy platformer 
with a sprinkling of neat puzzles to keep 
you guessing fur quite a while. Cheap and 
verv cheerful 

PMoScorf. 74* i 4 ls.s- 1 -K 1 k 
ARCADE POOL 

Team 17 

Sophisticated it's nut, hut fur quick action 
entertainment this is hard to be a L while 
niiniri'owi tournaments provide some Very 
lough computer opposition, 

ACC Rated 8ft* , (Issue 2) 

BATTLE CHESS 
Interplay 

An amusing variation on (he world's best 
boardgame, All the pieces are animated* 
with some hilarious combat scenes, A fun 
introduction ton great game. 

PkoScoke lm {Issue l) 

REAVERS 

Unique 

A simplistic and rather limited platformer, 
hut cute graphics and some amusing 
touches make for reasonable addictiveness, 
At’t; Rated lfr f (IwiLE 2* 

BRUTAL SPORTS FOOTBALL 

Millennium 

A side-scrolling SF spurts game which 
crosses American foot ball I with all- mil war. 
Fun for while, hut ultimately unsatisfying 
Hue ti> nmfuKing control system. 

At ti Ihiled 515 ' t i Issi E 21 

BUBBA 'N' ST IX 
Core Design 

Large, colourful sprites star in a genuinely 
ca rioon.es qne platformer. Stix himself is a 
great little weapon with a host of different 


functions, while gamt-play as a whole is 
original and entertaining. 

ProScork fl9G (Issue 1) 


CANNON FODDER 
Virgin 

A shoot- em-up with a difference 
ie bucket loads of originality* 
playability and hk«>d -splatter 
black humour* A hig 
game with masses of ja 

Instability. 


ACG Rated MY r ilssl K 21 


CASTLES 11 
Interplay 

Medieval war Is reproduced w ith stunning 
attention to detail in this huge strategy 
game. Fanatics will love the depth, but the 4 
incredibly sluggish speed will put off 
everyone else. 

PftoSt QRF: 3lFr (IfssiLE 1 1 

CHAMBERS OF K KAOLIN 
Unique 

Arguably the worst henf-Vm-up in the 
history of mankind- This should not be 
bought under any circumstances* except as 
h cruel gift tu an unwanted friend, 

PEttiSttiHK G f * (IssLE 11 

CHAOS ENGINE 

Renegade 

duunttit for the 1899s is the theme of this 
steam punk -sty led overhead view blngt-'em- 
up with masses of mazes and monsters. It'* 
obviously rather unoriginal, but action is 
fast and furious and should keep you 
occupied for ages. 

ACG Rated TT < (Issue 2\ 

CHUCK ROCK 
Core Design 

Big sprites, but the limited colour palette 
and simplistic gnmeplay make (his some- 
what dated- Not had for budget, but a 
pointless purchase when you could buy.., 
PttoSt ore 5“'* i Issue ( ) 

CHUCK ROCK II: SON OF CHUCK 
Core Design 

A genuinely funny platformer with, Inis of 
willy touches and imaginative gnmeplay 
elements, the son of (.buck is it great new 
platform character. Huge fun. 

ACG Rated SAG i Issue l\ 

DDE FF 


DANGEROUS STREETS 
Flair Software 

Static this looks tike a big and brash SFIl 
clone. Unfortunately, once things get 
moving animation proves to lie dreadful 
and ga mi* pi ay uninvolving. 

PltoSuciKK TT* (Leslie 1) 

DEEP CORE 
Ice 

Nice intro soundtrack and reasonable in- 
game graphics can't disguise tedious and 
u n i ns pi led a rcade-ad ven t ure ga m e p I ay, 
PituSt cnii: 42' ‘ (Issue 1> 


DEGENERATION 

Mindscppe 

('rude graphics and minimal 
sound Li i I to d isguise one of the 
moat atmospheric and all-round 

fun 


games that you 
can get for (1)112. 
1 hi- a lirilli.iiH 
mix of arc a ill" 
action and brain- 
twisting puzzles 
is very addict ive. 
PlirjSi eire fM U h 
(Issue 1 1 


D HERO 

Gremlin Graphics 

An unoriginal, hut still very slick and 
playable R-Typv clone. Five big levels 
packed with furious blasting action, 

ACG Rated 85 f > (Issue 2i 

DENNIS 

Ocean 

Slick. 2AE>-colour graphics lu.il gnmeplay is 
us tired as the uninspired platforming 
format. 

Peio&okk 117' f i Issue ll 

DIGGERS 

Millennium 

A more sophisticated and tougher variation 
nn the Lemmings arcade format. Sadly* 
while the I D soundtrack is brilliant 
gnmeplay is frustrating due to an overly 
complex control system. 

PboScokj; aft'* (Issue!) 

DONK 

Supervision 

Vet; another cute plat former which sadly 
doesn't play as good as it huiks. However the 
simultaneous two-player mode is 
reasonable. 

ACG Rated i)8'r (Issue 2) 

F17 

Team I" 

A nice-looking and very playable i^L‘ec with 
plenty of speed and fun. No tw o-player modi 1 
though, and larks something in depth. 
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compared to VtiHwff, 

PimHcmu 7ns <k>l i n 

i- 1 Kt: a. km 

Rvni^iidr 

Alt hough it i-jlh be a little unfair at linu<s 
magiiifirenl musk. innovative piiie|)lm 
and .^i i me impressive AGA graphics make 
this uni 1 of the must attractive plutfm meis 
on <D:i2. 

AUG Rated si r i Is-,, i 2\ 

FIRE FORI K 
Ice 

A side-scrolling game 

ruined by pool* I'lmlrob nnd sluggish 

ii'MpOiiKiVnirsii. 

I'lsuSi inth: b4 r f i |>st k 1 1 

FIT HARDER 
Buzz 

A fiddly and im'i'li ilillii ull t’1^12 veiDion of 
Thrtotil. .b ever, (he control system ih fun to 
iiKvss iiiounH w ith, bus there's far loo feu 
k-vc-1*- 


I'UiiSl’lHJI' 


1 1ssl K 1 I 


FRONTIER: ELITE II 

Gurnet ek 

A truly monumental game 
unrivalled in its galaxy -spanning 
scope. Whether um want to In- a ^ Wm0^ 
mvthi -billionaire trailer nr a pirate 

wit h a huge 

lummy mi 
> mil he, ill. it's 
Ilk f e ii l i l i I x up 1 u 

V i ^Wy. +i you. The eon- 

* ‘ V! j t >;>!p ' •' 

while tn 

H master, lull 

oV era 1 1 this is 

: ^ .in i | lie wliieh 

eiin'i be niiKM'd. Truly imiirmsiv^ 

Al’t; Mated 95' . <]*i| i: 2l 


FI MV OF THE FURR I ES 
Mi iidae ape 

An irvterehil inji, mix of platforming and 
Lewi -type puzzles u it It masses nf 
challenge, bui mueh in the way of graphical 
or sou ie pizzazz. 

Art; HheiuI ",Vf ii-wt'i’ 21 


GLOBAL EFFECT 

Mil tecl cii am 

A sluW, mini valving ecfO aim, that follows 
the lifespan nf a planet, Chnllengtitig Liad 
serious tv doll, 

PunSrmtt: SEN 




tiUNRHiP aoow 
iM ierti Prose 

A huge combat simulation which 
recreates the experience of not 
just flying one helicopter,, hut 
seven * everything from a I Hark 
Hawk transport copter to the advanced 
( mu in unr lie gun ship, You can also lead into 
battle .1 
squadron of 
copters. Lots of 
depth, action 
nnd fast, 
impressive ‘ID 
make this 
worth a look 
from n 11 v one. 

AUG Hated SJ2M 

ll-s, K 21 


INTERNATIONAL KARATE PLUS 

System Jt 

A less than brilliant conversion of an Shit 
classic is a hit tun sluggish and limited in 
shine on CDttg. 

PkuSc nut: 41 < tlssi t: 1 1 



JJKKLL 

JOHN BARNES EUROPEAN FOOTBALL 

Jlu// 

A dip t' side-Kr rolling football game which 
promises much, with masses of options, but 
simply fails to deliver on the pitch with 
jerky scrolling. Lousy controls and poor 
collision detection. 

PitoSt tint 3 '!<« ilssi i- j I 

LABYRINTH OF TIME 
Electronic Arts 

A surreal adventure with some stunning, 
be res still graphics to coitwy a brilliant 
sense uf atmosphere- Very weird and the 
slow pace vi ill put til'f many. 

PMOSc'cHU: 7 tV, <Is>L i: l ^ 

LEMMINGS 

Psy gnosis 

A truly excellent game, ImL ibis t’l) R ciifl* 
vtpfsicm lacks the original's two-player 
mode, adds no new levels Ity way of 
compensation and require* a mouse to be 
played seriously. 

Aft! Rated "tl f f l Isst t 21 


LIBERATION 

Mindscape 

A huge, sprawling sci-fi adven- 
ture which would take several 
lifetimes to explore fully. An 
intriguing story lint', involving 
g.irnrplny and 
interesting, 
text ii re- 
mapped 
graphics make 
i his csscni ini 

for all RPG 
fans. 

PhoSi ItltlC 92 r r 

(Issue: 1) I. 





LOTUS TRILOGY 
Gremlin ( h’Jijih ies 

A bumper compilation of three now rather 
dated racing games, Ihirdlv essential stuff. 
AUG Hated BOG ilsst t: 2 ) 

LUNAK-C 
All nd sr ape 

A side-scrolling shoot “cm- up which rips off 
Grudins' pow er-up sy stem, Inn none of its 
variety or playability. I Ava LlubEe in 
Double pack with Onrkili.) 

PhoSi um: S7L i Issi k I i 

IVEVIN NOO 

MEAN AH ENAS 

Ire 

Por-.Vnn may seem less than state-of-the-art. 
but Ibis update is very' playable with enough 
updates to pem Ule reasonable fun. 

PHoBcotth: (ifr 1 Isst k 1 1 

MK’HOt’OSM 
Fsy gnosis 

A graphical showcase with a fantastic FMV- 
style intro. Unfortunately. game piny is 
weak, repetitive and frustrating. 

PhoScohf til/ , i Isst k 1 1 

MORPH 

Millennium 

An intriguing arcade puzzler where you 
morph between Four different types of Ii kill, 
Phoscoiib 84 ' 1 I Issl K 1 I 


M( K FALDO'S OIAMPIONSHJP GOLF 
Grand shim . ... 

Best golf avail- --.-TT 

f >;i ^ yMj. ^ , 

Piiost (hik HOG i 

i i-.^i I v | 


NlGEl, MWSII J.N WORLD l TL-WIPH »WRl* 
Greta I in 

A very playable Lum vi ith plenty of drplh. 
No (w ci-player mud* 1 though. 

PnuSk ngr 74^ i Issrt: 1 1 

OSCAR 
Flair Softwai'e 

Full use is made of the AGA chipset for some 
spectacularly colourful and detailed 
graphics. Lots of neat touches, but l he 
overall effect i* confusing and 
swa tups limited gameplay, 

PhoSt oHE 5JF t i Ism k 1 1 

OVRHKILL 

Mind>cLi}]i' 

A veiy competent update of (he classic 
Defender coin-op? fast* slick and very 
playable, [Available in Don hie pack with 
i.uwfli-FJ 

PrrtSt'oi’e (I7 r f l Issue It 

PPQQRR 

PINBALL FANTASIES 
2lsl Century Entertain incut 
Four exceptionally playable and colourful 
pinball tables provide masses of fun with 
some great CD soundtracks, 1-N player 
option is especially good fun, 

PltnSi ihek 87'/ tlssi i ll 

PI RATES 
MicraProse 

Despite a si irk new intro anti some excellent 
presentation screens, this h>e»ks distinctly 
dhil with mainly disappointing combat 
graphics. Underlying gameplay is quite 
sophisticated though, w ith a brilliant sense 
t>f tipi - n m-» W hit'll perfectly suits the pirate 
theme, Worth investigation. 

PlIOfH UltK 79 ' t I Is^l K 1 1 

PREMIERE 
Gore Design 

A varied and imaginative platformer flawed 
by an awkward control system. Worth a look 
if vou can't get enough of them. 

ACG Rated H,7' , tlssL II 21 

PROJECT X 
Team 17 

A classic side-scrolling shoot -Tm-up whieh 
has masses of po w er-ups, fast-nun ing 
enemies and slick backdrops, Totally 
unoriginal, but as playablr as il gets, 

| Available in Double pack with jFf”.] 
PltnSiOUK S9'/ lUsi i' ] i 

IJWAK 
Team 17 

A hugely playable game inspired by Taito's 
classic Bubble itohkh 1 coin-op, Action is 
simplistic, each level njuat a single screen, 
bui it s so innclii fun whu could complain? 
turiii siimdianroiim two- player mode makes 
this excellent value- IDouhlcpack vvilh 4/iru 
M/wd-l 

PKoSl OKE 84 l IsSl’E 1 i 

ROBOCOD ^ 

-Millennium 

A coloOrftiil and playable platfurnteiy albeit 
perhaps a hit easy. Much like the Zoo/ 
games, this isn't as brilliant as the h\ pc 
w ciuhl lead you to lu-l iri f . 

IbtoSi Ollt: fib* r ( I SHI K 1 t I 

RYDER UUP GOLF 
Ocean 

Brilliant presentation, but in -game graphics 
move iit a snail's pace and hall movement in 
entirely unconvincing. It golf 1" your thing 
though, it's worth vhccking this repeat 
re I ruse out it long with iVffJt fw/i/A 
( hittispitnishif}. 

AUG Hated flSL (lssl> 21 
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AMI 


ZOOL 2 

{ii^mlin Graphics 
Slick Silicon Graphics presents tiun 
sequences, good CL) tracks mod impressive 
AG A graphics thluUghoill, but gamepluY 
lacks r.i'Kt sincl the first, L'l>32 specific level is 
utterly banal* This mil -I ike hero needs a 
serious overhaul if he iti going to wander 
towards i he I'lKliS fur n third time,*, 

AGO Rated Ukhi k 2) 


S STTUU 

SEEK AND DESTROY 

Mindscape 

A simplistic and less than spectacular over- 
head shoot- Vm- up* Neat samples though and 
quite ploy a Idc with a neat rotational control 
system. 

ProScorf «8g llssi i th 


GA 


There are 
few things 
in life that 
are really 

essential.,, 

( including us 
I suppose) 

hut we’re 
pretty damn 
important! 

Catch our 
updated A-Z 
next month... 


and Jfi CP soundtracks add the finishing 
touches to this hrill product, 

ACG Rated 93', Okki k 2 ) 


WHALE'S VOYAGE 
Flair Software 

A great techno intro track, a greet option to 
to i lor your crew mem hers and plenty of 
depth make this an intriguing RPG. Sadly, 
most of the action features weak graphics, 
which seriously diminishes the impresssiem 
this potentially big game makes. 

EfcoStottE 8U f , llssi K li 

wing commander 

Electron ic Ai ls 

The classic space opera is slickly presented 
with an involving storyline, even if game- 
play isn’t as sophisticated as you first think. 
Getting on a hit though. 

FroSiohe 8(1', i Ism k J ) 

ZOOL 

Gremlin 

.Musses of hype, masses of onscreen colour, a 
great F.MV -style intro and impressive CD 
soundtracks. ll’» a tremendous shame then, 
that gameplay’s so limited, Zooi himselt is 
not really exciting enough to become an 
icon, lie’s too humourless to he cute and too 
drab to be dangerous, 

ProScore 80g 1 1 s l i: 1 1 


CD32 GAMER 


PAGE 80 


AUGUST 1994 


THE LOST VIKINGB 
Interplay 

One of the best games ii round, 
this features three Vikings inking 
on 37 levels wilh their Various 

skids, A great mix of 
arcade action unit 
ljuil al ising puzzles, 

{•real fun. hut unenhiiiierd fur 
UD32, 

PitnSfTiHK !K)G tlsHt'K Li 


ULTIMATE BODY BLOWS 
Team 17 

A truly humungous heat-'c 
with no less than 23 
chi i racier a, n u merou t 
i-miiluil moves and 
incredible addictivit y. As 
well os the normal one or 
two-player modes, there's 
a super!) knockout 
lioul that makes the [p| 
whole thing 
tremendous fun. fj 
but most impres- 
sive has to be the fP 
phenomenal speed 
the thing plays lit gM 
t there’s three 
turbo settings L ■Jm 
AG A graphics 


111 -up 


STRIKER 

Elite 

A straight port of a shallow, dated A-rtJtl 
foot ic aim which is sadly outclassed by the 
deluge of more modern games* 

ACG Haled 43 f r tlssLC 2 1 


SUMMER OI.YMFiX 
Flair 

Lots of fun sounding games such as kayak- 
ing, boxing and archery sadly ruined by 
lacklustre programming. 

ACG Rated 37' , iJssLfeZl 


SUPERFROG 
Team 17 

While hardly pushing (hr ( JJ32, this budget 
priced platformer plays well with lots of 
variety and challenge, 

ACG Rated NT- 


SC PER PUTTY 

System 3 

An e mortal (ting and original platformer and 
one of the lietler early CD32 releases. 
PkoScori-: IWt 


THE SEVEN GATES OF 3AM BA I A 
A dreadful platformer which looks like an 
Hbil game and plays considerably worse, 
PhoScuH*- 8'^ i ISNt'E 3 1 


TOTAL CARNAGE 
ICE 

A classic ruin-op is almost totally ruined by 
sluggish movement, poor collision deter leu i 
and a lousy control system. 

ACG Rated 45‘i ilssi h. 21 


TROLLS 
Flair Software 

A cutesy platformer wilh fourteen different 
levels. Very similar to, but less colourful 
than Oscar which makes it easier to play, 

PhoScoiO: 87 G (ls<t r E 1 ) 


SLEEPWALKER 

Ocean 

A novel arcade puzzler where you must use 
a dug to guide the eponymous hero through 
ever more hazardous Levels. Fun, hut very 
tough and not helped by till awkward Cull- 
irol system. Worth a spy if you can stand tile 
pace,., 

PttoScORE 8lKr tlKHL'F. U 


SENSIBLE SOCCER 
Renegade 

Tiny sprites and .i control system 
better suited for joystick than 
joy pud are off-putting, hut ihis is 
an extremely sophisticated and 
playable soccer 
sim, rated 
among the best 
games ever. 

Even if you 
hate Coolie 
games, I his 
shi hi Id get VuU 
hooked in a 
jiffy* Excellent 
fun, 

PlloSl ilHK 91G 
tKsi>; l) 
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AMIGA 


GAMER 


One Demo-Packed CD 
Exclusive CD32 Features 
In-Depth Reviews Of 

Banshee 
Beneath A Steel Sky 
Dark Seed 
Guardian 
Jet strike 
hick OffS 
Lovers' Guide 
Speed hall II 
UFO & morel 
16 Pages of Playing Tips 
including Cannon Fodder, 
Heimdali 2, Legacy Of Sara si l 
& Supgr Methane Bros 






WHAT machine is keeping pace 
with technology and yet has an established, 
vast and rapidly-expanding user base? 

Only one... the PC 

250,000 CD-ROM drives 
are now in use in the 
home. A quarter of a 
million users with more 
spending power than any 
other sector of the 
domestic computer 
market. CD-ROM User is 
committed to support 
this exciting expanding 
format. 

While all other magazines try to embrace an entire 
multimedia explosion, CD-ROM User is PC only. 

The reality of multimedia. 





'//re s*rnfthit nl mux?* rmfumf 
rift by iff* muttiagt of (tier's awil 
iii/tl tfoi' t iitufutlrr ttn hunt inn tti'r 

wttixftiNtfiNfi . " 

Pi ^ I limit 


"HVirr/ims rtmrnbnv, **4/rjlrkw 

//‘.’ii fin/ often / .iniNrtnr 

far n nightmare” 

DiivU Su:irv< !( J\1 Cl 1 P Vh^i/im; 


"....A/IV if rtOEC 1 and Itow yoitt'Xt'ff III 

it wQtid ynn fitoftn/if fadytxisttd 

i a your a. *w st n iffkHtfrt tf\." 

'UK* unJ I ’I l /unc f 

l p ( l /auk MilJilltf illL: 


Siiflit iH L I 'nltlisliLr's \wKiiiiliim i 

I'ACl-I lv l KSL' ill Kh jfl W HIX Urn rtl V\ ii 11 lur I'r ir 

ISlM I II 111 ly, K I ilf-l luting, VluiHorv Pmtfrmn 


JUST RELEASED FOR THE IBM PC AMD 
COMPATIBLES CD-ROM AND AMIGA CD-32 


AVAILABLE FOR THE IBM PC AMD COMPATIBLES. COMMODORE AMIGA. 

AMIGA CD- 32 AND APPLE MACINTOSH FLOPPY DISKETTE AND CD-ROM 
'inhMii [wiuiju mf K tisii in nm hiih » niEiiinu' iie ,e ur iiisetkihiwliie inutl^-iiiii] c ifiin eiliiui niiniLHini 


COMING IN SEPTEMBER 1994 FOR THE 
SEGA CD SYSTEM. 








